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Uvi«5 forever 

by Ed Grccnwxiod 

Tear me. oh yes. ! aw fearsome, and awesoms. 

; am Ondruu. and! wifi live forever. 

Once I was tall and *p«re and sirtmg. my eyes green Ha^fi as 
I strode through CormaWhor ctoaVed In my power. ehuekUi^ 
ilhmlly as I surveyed alven fancy Udles of the Fair Folk loo^d 
ai me sidelong , and agaiit'-and when they saw me alone, drllt 
ed out of mghishadows to do more thait look 

'niey'd never heheld a man so graceful and fine of face and 
form nor one who could ipin epeile as eflortlwsly ai the 
Srinshee. magice cleverer and stronger than the craftlnge of the 
haughneet Srarym archmage. 

Ch yei. 1 was aomerhUig to behold. Now you think me a ghcit, 
and itare amaaed. and thrust your blades at the 
Ughti I traU but T am not where you believe me lo be. l am 
here, In the spell knotted hean ol this £iit slxed <"«f*’*"*”* 
how I iparVieV-m the hUi of TaUth Mornyr » swiitwing sword, 
yes in my favorite pUce. sUding through the ever glowing 
LmI oTsofr woven dweomere 

caotured the crowntng magic that makes the blade tly like a 
bird, across half Feerfln if need be. to retuni to h* • 
home carrying a transfixed msMage. or a token bound ro U, or 
even a sroleri spell 

Ah but you begin to tcrgei ms, and relax To took again at 
whew you don't quite dare to go yet. Ca stte Corm^hor. rtem 
.naull-wK»t ilefiotH.Voul«.rU.Ie« . but you do not 
fear me 

I shall not be forgotten so easily 

8o now I quit the blade, and fly past ear* and 
Carve the air if you will, futile iwordewingere' See if you can 
make it bleed, where even gods fall' Chuckling 
in this gUM lloiver. amethysis aru3 amber melled and shaped by 
Sarearee the Weaver, glowing like kindling flame "ow aa I 
dance, awakening epeD-locked scents that have lasted a Ihou 
sand years, and wiU prlcUe nosea for another 
strike not at auch beauty, or l U thrust you 
nings. and leave your boots full of ashes for ihe next fools to 


' find' Away I'll fly. if your blades are your anrpvers lo my every 
glimmer and phimmerbumr' Away, lo make manypiliared 
Aladaen Hall awaken and <nng, the ghosts of elven ladies danc* 
mg again in the depths of its huge crystal pillars Ah you to) 

, low. Caatle qiute forgouen' Beyond Aladaett, to the Harpstones. 

there lo send forth lunes ihruugh crumbling tower* that have 
I not heard such sounds for cenlurletj and on, ahead of your 
hurrying boots, to where the armors of Faeravarra drift and 
float, dark and gleaming and deadly. awalUng but my thoughts 
ro send Them swooping into battle' Blood you want so IhifSUly, 

I inmidera'^ RJood you shall have, bnght rams of it-and all your own? 

Yes ! am Ondniu and you should fear me 
Yuu will fear me 

And yet, pause now, a*panling and wild-eyed, and think nn 
this. I am the most noble of we who larry here, spirits riding 
the Mythei like breezes Oh. yes I know mercy-uid show if to 
others, as did rhe lady bteel whose remembered beauty sears 
my heart stil). 'Fhe Dark Ones know rather less of mercy 

They ride the Mythal too, more cruel than clever drow, 
drained and enslaved here by one who hw the gall to tamper 
with the Mythal Newly come hence, to whisper among the 
baelnorn She who moans for power, her eyes like flames as she 
walka with her once-dragun She ot rhe Gauntlets She who 
thinks heraell Queen of Myth Drannor and makes the Mythal a 
crude weapon and a spark fur her puling spelle She looks only 
I tor her own reward, and sees all beings as things, tools to be 
I wielded but secs not beyond tomorrow I've known many men 
thus, but tew such among women who spin spells. One, I say, is 
more than enough. 

If you meet with her, you II know it even betore she drains 
you Madness is in her eyes. She must have more, ever more . 
more power and more souls With the Mythal she makes greater 
her fell ihralls, nat-dragons and once-draqon and all. and casts 
forth draining radiances in pools far from this greatest oily of 
all, to drive down meri like catile in distant lands and grow ever 
I gtealer Perhaps she thinks to ascend among the gods, a new 
I slar blazing up among old Where else does such power point? 

And yei I've seen stars tall even from those shining heights 
\ and bright though her power blazes, she's not yet even sensed 
[ Ondruu-or any of the other watchful spirits who ndc the 
Mythal If she goes Joo far, and calls on her dark vessel to do 


and forgotten cryptfl ..X^l^o^eO proud rum oi « city. 

r;rrw;S'r»f- j » h. . .. .ur 

chilling, howling glory 

,nuud.». -f 

m ihe wUuJ. Scm> „nk mto n wher ihey w«nrf 

the Myilul •- H '‘‘■,21'^ ’* « upon mm W 'he F«U .nd 
of dully d«d.. or Se«? Tli.t iwln- 

.ouaht to t»»r Myth folk HmP i 

klinfl d I'd)"* ‘1 ^hnid .Miner iplrll d the Wiythel. 

once Weunanleir n«V Udv d the Norn.nelr. the 

reaerdiitg you She bdhed in blood -her 

derhen soicereMee d DrM v/imnqiy. »hd in 

^h, end thht Long «o thd 

r "r. rn^« ^^r;rd 

her overbold .p.Ue -d her 

curelew* gfflepit'9* power 
She ehould ^dve mrned to - m.d 

withm the Myth*) *rd of ot ihemeelvee ai 

,«^g of thcu^nd jnd Uke h«tp- 

VeV, the My.h.l dive, end vdl.t, 

and growing. 

, ntlee iho.e dey. ^he ^g^e le^erTru 

splendor tor too folr wer the Uqhti of Sembia, or 

once did, I cert «nd the Wooneee There 

rlr'Ue!«^td‘‘IIdV. -."Iln IT -d n»e to we.ve end 
mend and brighten Myth Drumor .gain 

ye. tee »e dence no., -ey from — ^-rd'htd: l^m 
balcony choUd with trailing died-final lalle luat 

m the outerworke d the Houee ol Sleeted end 

e. toed, end (oxee end moe. men Oh, ye., 

coneun^cd by the a bUck gem «b big «» 

?,r“r 'h^edT « -enely emon, the fo.ed bone. . . 

walling 


Waning to elay yi?u, if you dare lo touch if. l can dance here in 
its dark heart, amid the deadly magics snrnng even now, 
because I am hall a ghost. 

And that Is Tyche's own lavor on you, for Ottdnju wsa not the 
least among mighty battle- magea, and-I daresay-cne of the very 
lew who enjoyed dealing death and striving against foes. Oh. 
yei. your luck would Have failed ere now, wlldsword adventur- 
ers, If I had my body enll 

Again, see’ Alm«i as ifU'e taunting us. 


Delmoene’s voice seemed almusi lasy, but its castuUneis foded 
none of her cornpamona The agitated flashings ot the sentient 
gems ser mro her gaurulets might have had something to do 
with ihai *9o^ Tie a ghoit*a prankiome ghost, that seeks to 
lure us astray into doom. Think you no one died here^ " The 
growling warrior looked at the moss-girT, leaning tower on 
their left, and then peered qutekly at the mosH*girt, soaring 
lower on their right 

"Why,* he added slowly, looking almost reluctantly at the dark 
and frowning well of srotie rising straight ahead d them, 

"tfends must have bounded over all these stones, tearing elves 
apert with rheir claws ut a storm of liaughter!' 

"Thenk you, Sclor,' Delmoene said lolly, nor taking her eyee 
. from rhe grand ramparts d the House ot Gems, looming over 
I them all ")uet the cheerful image t needed, with dusk coming 
down fast and no time to walk back out.' 

i "I say again teleport us beck to the desnng and we'U use the 
! gate again tomorrow,’ another warrtor said in exasperation 
*Tm not smitten with the thought of spending a night here, 
eltherl" 

The fair -haired sorceress had known the kisses of both men 
before, bui her paiiencc wuh thick-headed warriors had run out 
for this dying day 

"Baerlor,* Delmoene asked almost gently, "did you or did you 
not Bee Rathkra blasted to bloodspray when ehe tried to teleport, 
back by the broken bridge?* 


Baerlor shxugqed TRAl might have b«n ]un then? 

•Paerlor. Rathkra .8 about the twoscor*^ and third rrag« I Vnow 
of v/ho died trying a irafislocalicmal spelt m Myth Dranaor I m 
not about to become rhe iwoecore and Mujlh 

The warrior waved his glmenng sword anqnly The Mythal s 
not supposed w let anyone open gates mto the heart oT the city, 
either, y«t Here we are'* 

•Yes but we don't know who crafted the 
part of the Mythal aU along^ Why can t you think for a breaih 
Of two, fcU of you, before ope** 

The ground under Sdor's boots eruprefl-ihio a great 
head, cream and dun like o muehrccfn rearing up ae tall as Iwo 
men as flagitonei tumbled and rolled away 

A manrfatiged maw gaped hungrily, beneath cruel W ^ 
masitve four-armed worm wore a necklace of 
skulls around the corded muselei where ns neck should ^ve 
been it smiled horribly, and reached oui with four gnarled. 
1 ong*taioried hands . 

Uelmocn. didn I rptn nmi w icr.*ni, but ^ 

wer* »U runttmg b«k lh« w«y they d comi by ihm. .« 
and an fast as their boots could take them over broken stone 
vines, and slippery mo« racing for the fione 
take them back out of this ded. and-Delmoene crashed mto 
Bailor TbaSk -pun away, and caught her Ulance with ^ 
Urvlatar lash you, Baer, what re woh? The rj*/ ^ . 
pied Gasping adventurers etared mto the cold, gentle emilea ci 
about a hundred dark-armored drow 


A warm welcome to the House ol Gems Oh, y« 

An ormvrr behind you. already 

size to hurl at your backs and the drained 

dark blades sharp and ready Nc nme now to wave sword* at 

me, hcy'^ 


J am Ondruu. and I will live forever 



POOL Cf RADlANUi '■ r RL’IKS OF MYH I DRAKNOR is a 
Dunge«jns & DragmsSfanLiev folo^laying ^rrw m Myth Drannoh 

ihe dealh-ahrouiied mirw <if a unce great atv, vrharc elves and 
dwarves had come together u> create a rntmumenl to art. beauty, 
£nendship and pe^e They thuu^ then dtv would (1ouri<h tV»n>v»>r, 
They wne wrong. Now it i* a urnc of turmiHl in the FORGOTTEN 
KI’AI MK* worid. the old leaders arwi heroes have ixime and gune; the 
mined lepoo is rile with consul A rww p<^«ver has rlsea bringing 
with It a thivat t»> all of FaerOa Enter your adventunT^^ - hearty men 
and woineii. a party formed <)f mutual interests and the desire to M 
thing« riuht fiumethmg evil ha* av.*okco m M>lh l>rann<«r. Will yuu be 
the ernes lo stop it* 

Inslailing the Game 

Before you get surted. pIcsM' nuke nure your sysEem mecLs ihc mioj. 
mum«v<«i'tn m|tnivments baled below. You mui^t m*«ill Pool 
Radiance files 10 your lurd driwaml have the POOL OF RADIANCL: 
KUINSOT WVniORANNC^CO lityour C.*l)-KOM drive in order to 
pUy this game. 1o iiwu II the game, m wrt the CD Into ihc CD* KOM 
drive When the pop* up w,irHluw appears, click on Ihc Insuii nphtm. 
If vtw have disibled the Window* Auhtruti furu Kun. or if Jt does noi 
openiie. exjfhre the CD and JouMih Nek the StTV^ icon. Follow oil 
oivscvccn pAimpN h» compete the UuullaUon. 

System Requiremgntg 

lorun KXM.Of RACHANCE, RUINS OF MYIH nRANNOR you 
nml the fbllowtng miruinum letjuirements, 

« Of MdlMiHm FJMm {ML1 

• rVnnMn*U WUMlblXTarcoinpauble 

• Wvn.ehtfdibik space 

• MMHUAVI 
'JOnCn ROM 

• 10v«lnu4nJwUh|)X)«vpgrtBiclado^(\ood>>n2p2 MR) hJ^^hci. INI I 
(ISMt) m h^hn>. r«'T<nv «cnn. All Ptt> Senes snJ RaiMm ^ 

• DuectX«iiaipAMv%>«akl cad 

• Vft >l» * I* ^|*T rum pel 3A jxwibngvhrvkc 

• tovl-Si-arasLAN snl Inim4 (V^ Stoden or tester requmd) 


In addiUoo Id thv basic system requiroments Ihv game requires that 
DirectX fl (U higher be installed h» yuur hard drive The oplton to 






‘RUl'fci'-^.ru^'S:-^ elXicOy. H» .^.v^e. pUv 

^ L^tnay forrpartbl« nKKlcn». 
n. lollov,,^ .re -he rcc,-rmv.«ded .y*- 

. W«floW*» « NWM»nu«*U*rt«n 

. Phwu m* m ?<« Mh« iT « ffloi-Bhi* 

• I^S SrtB of h»l *P''^ 

• 128 MBKAM 
. AX tn-W*M 
. V W'U'Ui 

=^j;;:ra^;srcri:sr;.r-=s 

Electronic R*®'***"*'^" p.^,, OF KAUlANCt RUIN&Oh 
If you J<J oot rcgi»ter your ccW ‘H R ' ^ p^ ,ou, 

M YTH DKANNOR ofler JU 1. on *e foW« 

, on-w -U - 

cwmpliieth® rcipHtrabon. 

Ute Window, ^trr njjnu end RAW- 

„vo gerae,,cb.r«tct duta, otkI 5a™ 'f«*« '‘^' 

Starting the Game ^ ^ ^ pool 

r.very Un'c the w^^^STMOR Auionm menu appear- 

OF RAUlANCt: RblNS Ot Wrm ^ ^ fttAMi.ttrh\c 

Mth opuons be -started by open^ 

„r uniSaU the same. 7»e 

aH>nu, selecting RUNS Of MTOt 

instaUed and d»ciang .m the POUL it n/t 
DKANNOR program it»TTL 


Stwihq 


Rif CTMnpkiK jnd «fMific "how to play* mfojmauon. please refer to 
the appropnale sections o^ the manual Nob- that .a>me n hanger were 
made b«> lab> hi ini-lude in tfus manuaJ Please read the Readme txt 
filem vour game folder for more inHirmaiMm. 


Once the mtToducloiy ovn'ie has played, Hv 1*(X)I OF RAPIAN'CE: 
Kl/INSCM’ MVni DRANNOR Mam Idem aj^eais. You have several 


optioDS. 

Single Pleyer Game 
Ia4 the adt'enture beginf This 
brings up ihc bingla leaver 
Menu panel. Choose New Game 
to sun a angle pUyer cempa igi> 
^me. Select up to four chaneters 
to create a pai^, thcn<lici«>n 
Start Game to begirt Iit/ormaUcn 
on creating characb-r% i an he 
found m Chapwr 1 Dulldlnga 
Party suiting on pagi- 20, 



Sefoci lau 6dm to n-Minv a prwHAssly saved campaign. Choose a 
game fmm the h.<t and click on t<Ub to enter the garnc^ or selctl 
Gocn to exit the Load Came panel. You con also drlrk>«wiv*N from 
this panel. 


Select Mash Mtutf to return tn tfw main menu of the g&me. 


Multipliiy«r 0*in« 
Expfoce endless tv*/ dungeons 
with v\Hjr fnmiN. This opens 
the Mulb^aver Menu paiK-k 
from whah you <*an choose to 
Gvean » new multrplaver game 
or fora an evisbr^ one over the 
Inlefliel or I Jiral Area Network. 
See Chapter 3. Haying VMth 
Fnends surting on page 73 for a 
detailed expUnatHm of multi* 
plaiier games. 



otpfnftcv 
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VC. Also .se TAtch-ng ^ P^ 

otxline arut pia> Birjltiplayn «airc* wrth them. 

iMi-0 b* return w tbi* mam menu oi the game 

~^rr.:rro;srAr^^ 

yourfijwiWWH*cr^ln^ev^ Iw''- 


Option* 

Set up v‘W environ* 
rncnMo»uit yuuai«iyo« 
wBhiialW" bringiuptS; 

par*!, 6«% rlb»^ in 
the Hcction "C;o^t^fturir^g < Imp*' 

Opdema" on pa Re 'I ft. 

Quit 

iisittheftMoca^idretufPto ' 

vcur WirdowBi denktof^. 

Movies panel. 
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CofTiQ mf w Game Ornows 


Game Settings 
TliL'«c options allow you to con- 
trol some coemnevt game set- 
tings. Make your charges and 
vine Oc li> MW your options 
and lehim to the Mam Menu, 
(lungos you have made will 
not lake place until after vou 
have clicked on Otc Click on 
CMMCfi to rqcct any change* and 



exit the Came Settings panel without saving. 


Voice 


Ihgglr* the Apoicn voice ol ihu NI'C* (non«playcr character*) on and 
eft. When Voice 1 $ oft. the NPCa communicate with you solely through 
I on-scfccn text. 


ChtarecTer Occlusion 

Sets how easy U b to see your characters when they walk behind trees, 
walls and other object*. Oed u lion I* trj ospa rei vy ol titc world 'e 

soertery. The settings run from left to righi wiA the 1 ei>*most one 
marking no mx luMon («t that vharat'tofx an* ccmipletclv liiddvn 
behind obscunng structures} and the righr-most one marking full 
on luMon (so tl wt i haratiurfl an* tul ly v ixt No th nnjRh oImc u r i Htru i • 
hue*) The ouddte setting shows the characters' relative position 
K'hirnJ KtrxKliJivs l*v xhtm’Otg thnr Kki‘lk*toiiH itiHti'ad of luH tk*xti)n*H, 

Shadow Lev«t 

Alters the degree of sophisQcahon for shadows seen In the game. You 
can turn them nff compliecly (tlv kft*m<Kt on iho vaU*} c^r 

scale them up to makh the anunatkms of your characters as they run. 
mwc. and tight (the right*nuKt «etttng o*y the AiaJc). The rniddU' wl* 
bng gives cturncterv some shadow*, but It's not as detailed as the right- 
most setting. 

Combat Round Speed 

Alters the length of tune you and any other human plaver have to 
sdecl an action lor a character du n ng a combat round M ovc the high- 
light to the right to all fftkyer* hi chevNv artions faster, or move 
the hifh!*ght hi the left to gu*e vouRel/ more tlirte to think during 
combat. Changir^ the setting to the larlhesl left turns die round speed 
munkr oft ompletalv 



SFX / Cinematic Volume 

Chargi's the volume oi sound elfecR in lh«* Rjmo such as spll cjaling 
and movie di^kiguo. Sdeci IbeseHinfi on Ihe far Wft tr> lum Ihe sound 
eflertN in the gaiiM* off kximplciely. 

Mu0lc Volume 

ChdORc* ihe voluTTW' rrf the music In th»* gome. Select the >*vtting on the 
far lell U> fum the music off t on»plciely. 

Wou«e Speed 

Control* the epod and lensltivily «»f your inoiue. Since »tic mouse Is 
used hi (MiUrol partv movuncni and lo ktoII thi- Adventure «T»»n, 
you may want ti’dd|usi ihis eethngto a mouse sv*^d you an? comfort- 
able *vi»ii Ukking on the Hcttiofts to the left makus the mouse movo 
■lower, and theretoro Mine what e«^ier to control. Click nvg on the sel- 
ling til the right mouse more sped, hut also makes it a hit 

liudcr to precisely coiurol the rooiiHc cursor. 

Hot Keys 

bring* up a Unt of ihc aMlgned tiot keys In the g»tmr You can also 
define ttic function keyn (12* /lOl to autoinailcally perform <vrlain 
game funchooH. This is deiKriheii In doialJ on ps(^' 5.^. 

Credits 

Olaplays Ihem'diw for POOL OF UADiAKCB; RUINS Of MYTH 
DRANNOR. Select Ouhc wiwnyou are finiahod viewing the credit* to 
return to the 0 |ttions panel, 

Main Menu 
Exit" the Options pnt^l 
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BUILDING A PARTY 

Only fipccLil kinds of pi*nu«vi hwome 4dvHmurm....Flf crllalfllng, 
Humaji or DwatI, all have wllhin Ihem 3 kind of driven wanderltiil, A 
dni3d of <sich dfly being lh«‘ sarm* ds ru'xt spun. th»'m <mwBnl, 
compelled to team what lies over the next hill or inside (hat darkened 
cave, ITioy are drtcrrruncd lo leave -otnethirujid lonw^ueni'e behind 
when they die, a hoard of treasure, a heroic tale, a noble legacy, 
Advi’r>tun’n*<)u»’St for many rvifl^onw, but in their hearft, must yearn 
foremost for (he chance to show Hie world thai (hey were here, and 
tliatthcy niadva dlfferern'e ... 

When the game opens, parUcs are being formed tor on invcutigatlon of 
^lrangv'<us'urn*n«v*>Nurrinjmling the Pool of Rsdlani'e. fleforeyou can 
your adventure you need (o crcaie a sclecUon of charoctent, and 
then chmwi nneto four of thi*rn tc» m<ike np your party. The foUowing 
pa^s take you through the details of character creation degm by 
selecting from the l\)OLC)l' KADIANCT: RUINS 

Oh MYIH DKANNOK Mam Menu. thi*n < ho<»H> NfwSAmt to enter 
thp rharaefer Roster screen, 

Creating a New Character 

Althiiugh you can u«t* uiw of the six pre^huilt chsmc'ters to make up 
y<iur prirty, if ih more fun to create your own. Start by clicking on AffW 
CttAatcTtM, which begins the chAracter creation process. 

Choosing Your Racs 

first, < hetose your race. When you click c>n a button, a deecrlption of 
the race appears at the bnltcm of the screen, bach raci' haa errtuio 
htrengthN and weakneeees, and your choice Affects your chameter's 
suits end favored clasA. boclt recc Is described in detail on the follnw* 
ing pagen. 

You can play a character of any class or race, but certain nu-ei are bet- 
ter suited lo pursuing ceAain careers. Dwarves, for example, can be 
bnreerers, but their rugged, muscular bodies make ihom more effevHve 
as Fighters. Table 14: Racial Ability Adjusimenis gives the ability 
score changes for cac'h raiv, along with Ifwir favored class. Ai harsc- 
ter’s favored class doesn't count against the character when determining 
XP (experience pnini) penalties for multiclassing (see "MuiUcla<is 
Characters" «m page 88). Select a race and dick on NtXT lo cisntinue im 
and choose your class. 
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'lable L*l; Racial Ability AdfuKCments 


HACf! 

Asam ADtosiMLNi » 

F«vt>fin II (V4 

Kuvaa 

None 

Any 

OWASF 

■3 CorisUtudsn. -a CharUmj 

FiBblvr 

Eir 

•2 Da>tanty,-a ConsmiyiAji 

Sorcerer 

HAir-eir 

Haw 

Any 

H*ir-oac 

t^SlfvnKlh, a IfiWHiRpncei 
sCnsrhma 

^rSariA" 

lUiriiHS 


Rogue 


HurriHn 

The most flexible, Innovauvc ond ambitious of the 
race*, h u rru) ns N re ( lish ngui shed by their lack of 
»pecialkAduiu They prefer no particular profi>Hsii>n, 
tend tn no fxsrticular slignment and have no out 
staiuilng strengths or glaring wcakni'aM>x m fheir 
abllitjca. ThiH variability nc> doubt results from 
their relatively slrori life spans. 

HumariHarc uiuc^nmonlv suited to becoming 
adventurers. Their mix of daring, odaptabiUfy 
grciid maki'thvm tenacious in thepunull of their causes, willing to 
take risks when longer-lived travelers would henibite Humans leam 
quii klv and rusily, often more skilled than other, far older ad vonhjn'o>. 
Sy the standards of o iber races, tbiw a m lu )i thcnighi partlcularlv loyal 
10 anyonv but th.'m*i*<lvif*, but the truth Is that from the ranks of 
humans have arisen both cnjcl vHlain«» und Helf>MicTlflclng heroes. 

Dw«rf 

An inBuUir race, dwarv»<H htv known to be suspi* 
cious of anyone outside their under-mountain 
homes. Generations of toiling Kenealh the earth 
haw IvH an indebble mark upon this race whc«c 
short, broad stature can surviw an amar:ing 
amount of puni-ihmvni. 
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Mosi Dwarves arv hdrdwcirkii\g and loval, with a strong SCTtseof jos- 
bce and a natural wariness. I lowewn some have been known to suc- 
cumb to grwtl, t*b^>s^od by ihe gems, metals and other treasure*' •»* 
the earth that their race is known f«v i^roducing. 

Many adventurinfi Dwarves join the rantw of the Fighter, For ag« 
they have been forced lu iletend dwir kingdoms fn*m those enemies 
above and bel«3w tlial wish to plunder their woaUh, and so ino« 
Dwarve* grow to adulrhixid li*aming at least a few of the warrior arts, 
bven Ihi'se dwarves who don’t make their living by the axe nH 1 1 tx'rie- 
fit Inim their race's rvttnrat n-sislanoc to magical eflrt'ls and poisons of 
all kinds. Their predilccllon for law amJ justice, in addition hi rhi'ir 
iron consUtutiOM, make tlu'in popular party memlH rs. 

EU 

The long'livt'd Kives are asmemmal as they are 
mv^forlous Most keep hi tlwlr small coenmuniheH m 
the deep forent. hut the few who emerge' ntakc iheir 
wwy OS wondering bsrdH or Itinerant sword msHti'rii, 
dazzling i>thiT (tf^y would say lesHiT) races with 
tfwir dcxierous hand? and uncoflhly gwee, riven 
prize frmluin above all else, and spend their lives In 
pijrxuii of beauty and new i xpcrlences, Though thuy 
can be haughty, most hives honor snii defend that 
which is good and In Itn defense can bring to hrdr 
considerable H kill wlih sword, bow or mogic. 

rives hove considerable Hrm* for learning arul practice, and often a 
natural affinity lor tltc magical art*. This leads many onto the path of 
ith> Horccrar rhelr spells uhing with keen sens*'* uud an uncanny ahiU 
Uy 10 spotcimu alcd doors and pasH4gi<s nuke them vsluablc oddl* 
tion- to any adventuring party I heir Immunity to sleep spells and 
reelslance to i ih Itanlmeni magic partiallv inalvs up for an inborn 
fragility of constitution, 

HaU-filf 

Never fully acccpLcd ln» the -oiivoos of cither 
parent, H^-elve»i live in a place between wt>rld«i. 

More adaptable, i^uickor lo learn and grow, and 
much more impalient than their clvcn pcera 
Hair*elves often feel aloof and detached fmm the 
fasl-poccd restlessness of their Human peers. 
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I hough some blond into society better than olher>. moiit T lalf-elves 
grow up with little respect for the laws oi two peoples who cannot 
acceptor understand them. 

Though mil a* dextmms or graceful as fheii elven relatives. Half-elves 
makfl up for il with their Human relatively' fltnibiUty and InNwrive- 
ne*H, Thinigh ni*t drswn to any particular profession. HaJf*elves share 
their elven parem's imm unity to sleep and rtsihtant e In f-THhantmimt 
magic. Many fall intii the adventuring life, as a rebeUloa or an escape, 
from the laolailon ol ihcir childhood. Chtco llioiradvvnturing party i> 
ilu' only pistv a T hilf*Hf has ever felt 'at home*. 

H«lf-orc 

Dom In ihe balilcgrounds of the frontier. Half- 
0 KH gn iw II p in ttw tribes of thmx I luman or Ore 
parents, trying lo claw out a place tor them- 
M'ivt'M th»*ir mixed blwid, Some succeed, 
clheri turn Instead to ihc diatontcitii's far from 
their homeUnd, where Ihey can make their way 
by Ihc might of iheir arm. and hope ui la* jiidgetl 
by their Hkills. not iheir lineage. 

Most HoJf-orcs become what are oolU>d Kurbarians. letiing iheir ordsh 
ilk Hid fuel rages of terrifying strength and power. Yoi ihcrc arc some 
who choose other paths, striving liarJ tn tran^ivnil iheir Innate deficit 
of intellnt thnuigh Instinct and cunning. The auf ludc of other rams 
toward the Half-orc Is often suspicion. So me I Ulfnircti embrace their 
darker side, making the Lves of Iheir uiort lawful cousins even more 
cUfflculL Still, many adventuring parties ure wiilingtu take on a Half* 
iin' with battle pruweMi. asking no quesUoni about ItJs or her pest. 

Halflirtg 

A mix of contras is, Halflings of a 1 1 sorts lui vc c ine 
trait In MHtim«in: reHounirfulness. While maity 
Hainings desire little more Ihon to stay in their 
comfortable homen. othem are perpetually 
restless, and weary of the sale, staid life of ihoir 
cousins. Their cxavdingly Nmall ''taturehas 
furred ha1 Flings io do many tilings simplv to 
survive, arvd they're v<^y good at it’ 
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They are fond crfcreRhiir comh*rw, and «tp alwav" l<v>king N’t ways fo 
make sum Uieii want* ansi nt-eda will be aatisfiod, som»^m« a 1 Hit' 
expense of oths'fs Hows^’Cf few I lalfTings arc ^enu indy bad, simply 
wltish. A Halfing whose Inisl has been nimed lan be tnist-'d m ivfurii. 

Their srnaU. dslicale VuitiUa mala- lial(ing». nquaJJy adi'pl al puking 
piKkels dTvi disarming ttap^ Many fall nalurally into the w ay of ths^ 
Rogue, eiUwT oui of bs«vdom s»r need. Their size can be an asivanuge 
in combat as well, although il does limit dtf ir W fittuller weapons. 
Shorter larget* are hanler lo hit and toe TlalfUn& evoryocu? elni* is a 
big iaig*>t! Asarv-ulL halFling* receive a -rl Kmus lo all their eavmg 
lbn*wft, as well as » thmr base attack and their jtarhnB aintorilaes 
(AQ, Thiso advantagoi, plnn a lemlency lo have |usL a bit more 
curii>suy than sense, le.id many halfingelnfo U» advonuuing hfe. 

Picking a Profession 

Your cha racier' 8 c las* Is what they do. T heir jmrtcselon dricrmin»w 
their rotnbM iraining, s|vll casting ability, npccial skills and mur«. 

C T Ick on « tlass h) mad a brid' desctipiion. Peta i la on h ebss > h hi li* 
lien I a n be f cm nd In the following class d en ripUon^ ««h cl a-h lus 
lorutin Hkilla that it*.pecialiA«is In. hstisd belcw in Table 1-1 bkilU and 
HU Dice by Class Aiharacler n Mil Die* »k a repn-tfittarton of Iwv 
much damage KN-y can takr aa ihey advance in levels; thi* "d' refrreto 
dlcv and the number stti'rward? refers fo thu numbi'r ol siden the die 
has. Skilb ore deni r Ibed h detail In the section -Skilb" on page 79 In 
Chapter 4; r.r|*erlence and Equiiunenl. tn addlHon, ulihewgh all srw>r 
lypee can be worn by any i Ib«, wwiums and nhiolds an' rcscrlch’d by 
charoewr clanB, Aroutt and weapon proHc icnclw for each dans are llet* 
ed in thi lr descriptions. For more InformaHon about "Armor" and 
"Wins ponry" vc ihose MccUorw W'glnnlng • »\ pagw and fW a Iso in 
Chapfrr 4; txperience and Cquipmenl. Select a class and click im 
JVmt lo continue on and cho*»-c your dliRoment. 



lable 1'1 Skill* and Hit Dice by Class 

Hit nil' 

o »*% 

BAaftARIAN 

Heal Hide, Listen. 

Move Sllenftv, Search, S<mi 

di2 

Clcric 

Cencentiation, Meal, Hide, Listen, 
Move Silently Seatrh. SpelltraR, Spot 

dS 

Fighter 

Heal, Hide, listen, 

dio 


Move Silently, Seaich, Spot 
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Jible 1>2: Skills and Hit Dice by Clas* 

Class 

Skiils 

HitDif 

Momk 

Heal, Hide, Linen, 

Move SiIbtiMv, Search, Spot 

ds 

PaiAOMI 

Cancenirailon, Meal. Hide. Listen, 
Move Sllenilv. Search, Spelieraft, Spot 

dio 

Ranger 

CencentreHon, Heal, Hide, Li«t«n, 
Move Silently, Sesrrh, SrH'lIrraft, Spot 

Old 

Rogue 

DiesOIP Devire, Haul, Hide, LiSlon, 

Move Silently, ripan locks. Sufirdi, SpOl 

06 

SORCCREI 

Concentration, Heal, Hide, listen, 
Move Silently Search, Spellcratt, Spot 

da 


BurbArlim 

Bred in the frozen itorlhcm wastes and the torrid 
southern jungles, HarberjanH an* fivirfioiiH.' war* 
rinrH, known for Uwlr berserker Ixtlcs and dis* 
trust for arcane magic. R»rh,irMMH an' ofh>n ill iter* 
Dto, and have liule appreciallon for the laws and 
refinements of civil i/aHiin They r tin? open 
ma J to the tangle of city slroeis, and honest battles 
over delicate negutiatuinH Tbmigb tlK*ir rough 
wayH on'n'i for every party, many adventurers 
seek out these mights' warriors wlu'fi traveling 
into n'oiotu, hazardous areas. 



Class Abilities: 

Barbarian Rage: In times of great need, the Rerharian may fly into a 
hlo><dr1il r«tv fn*n/v, gaming a +4 to Ihclr bb^nglh and Constlrudon 
K*ores for a short time (thb bonus mcred'***) to *6 at l^lh level). I he 
rage IflHts for ^ rounds plus the character's rtew Constitiidon modifier 
of game time. This is not without its cirawhai ks, howevor. Barbarians 
htximio unable to use skills ihaL require patience oi concentration, and 
their focus on attack makt** them to hit. ITun, once ihc rage 
\ fades, they lose Uic addiUonal hit points gained from the Increa'wil 
Constitution, whu'h could leave them unconscious and dving 
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Thin ability can b»* chosen fi\‘m the combat iipkiors inerm and counts 
as a faw *Hlion during a character's fum 

f-aet Movement: Dartwriarishave a gn ally uvwaM'd movement range 
when they are wearing iTttdinin or lights armor and are n«’t encumbeml. 

Uncanny Di>dBC: Starting at *ird level a Darharian retains their 
Dextimty nuxU/ier to AC oven if caught flal*looted. At 6ih level the 
Ra rbari an can no longs be fla n ked 

Weapon and Annor Proficiency: The Raibenan Is proficient with all 
simple and martial weapons* armor and shields. 

Other Nows: Parbanan* cannot be of lawtul alignment. Oarbarians, 
like all warrloK* benefit fnim a higli Strength, A good CmiMthuilcn Is 
vital ti> power their ra««* and keei* tliem alive aft’rward. Oe^terity is 
always useful, especially for Rarbarlans who choose to go lightly 
annorvd 

Cleric 

Servants of Hwir god or goddess* ClericH have os many hirms as there 
are ij«‘Hlcs to worship, hoow are gi nllc messengi'r** spreattmg healing 
and wisdom* while others sre hard-bitten warriors, fighting alongside 
their I’flladifibrethn-n with spell- and sword alike. Adventuring 
Ocrie we g»*ncrally trying to further the causes of tb* irgods Int-mw 
way, either directly ncllng on their behalf, as m a divinely in-pircd 
quesL or eimplv by healing othert in their gods' nsmiw. Of course* not 
all giHlft Bit benevoivnt, so the ranks of the Oerica include unpleasant 
people more likely to caus** harm with th»*ir spells than healing, 

Class Abilifica: 

lUni Undead: Calling upon Ihe migirt of iheir god* Clerks have the 
ohility to tum undcad* fordtig undead to c*ower in fear. If the Cleric i« 
considerably more fx>wcrful than the undead to b»' ailccled* tiu' mon- 
Hter maybe m-iantlyd«tn>yvd. Ihis ach«*n must be sBk^:tKl from the 
Combat Options menu during coinbai. 

Cart Olvlftc Spells; Cileries can cart divine spella beginning at 1st 
level. Ihe Ork's spell H-t can be found on page dd and spell 
descriptions start on page 97, 

Armor and Weapon Proficiency: Ones an‘ proficivtit with ail simple \ 

weapon-* armor and shwlds. 


OrAtT Notts; Qerics depend on Iheir Wisdom to delermine (be 
HtTf'ogth dnd nuniUT of llu'irspc'll-* a CUvrli' rM^d-at leartd 10 In their 
Wisdom score to cast 0 level spells* or Orisons* and 11 to cast 1st level 
hpflK, rti', Clhdriflma W also uw'ful, hlniv It ability hi fum 

undead. Since theii place can often be fighting beside warriors* or at 
U'a>:| plunging into battle to heal diem* Clcricxatv> txiu-fit fmni tlw 
extra hit points of a strong ConsdtuHon. 

Fieht«r 

All Fighters live and die by their inarual akilk 
how they ccime to this path is different for each 
Individual Ihc noblu' knight* mercenary Aofdicr* 
wandering duelist and petty bandit all fall under 
this brood Iteodiog. Mni«t Hginers receive formul 
training at some time in their Uvee* when they 
team to wield many weapona and IxM omfiirbitik' 
in all types of annor, But a few ue simply self- 
uught, with natural abilities and luck tluit kvpt 
them olive during their early battles, Adventuring Fighlers quest for 
mony rcia«ons, from on earni'ot bi'fii'f in tlH> rlghtiKs*. i>f tfieir mi-Hinn* 
to simple greed and battle lust. 

CU*t AhUUin: 

Fighters have no special abilities, but begin ihe game with two feats, 
and they receive mu uxtra feat every two i^xpi^nonu' li^vH-* Htariing at 
2nd level. Feats are special abilities that a character can perform, 
which help them in conxbat and otiuv b'liw' «itudti«Mw (-iv Tvctt^" on 
page ^2 fur a complete description). 

^apon and Armor Profidency: Flghlers are proflcleni with all stm* 
pJcdnd martial weapon-* amor tiiiJ shlrld-. 

Olher Notts? 

Strength irt very important for Fighters because It Increases their 
chance to hit and the damage they inflict C!i>n-titution i- al-o viral 
hnauM* it affects hit pc>inb>, and Fighters will be in the front line tak- 
ing the mosl damage Dexterity can be important for I'ighinrs who u-c 
mi»e;jU' w. apon*), but the bonuses are often negated by the heavy 
armor many Fighters wear. 




Monk ^ 

A/ter y«ar» «»f training In tnorwsteriifs 

Mtmkk become rrwKtprs ot ihfk minds and bod* 

]t9. Their lifu*-)ong mission is ynTteclion of Iheir *'***^^■ 1 ^^**^^ 
physical and spintual «lv« through mcdiladon, AH 

constant practice andrig«m»ufi«dl>disdpline. 

Monk“ wtvi leave Ibeir himicis and lahe up the . 

life o( an ftdvvnfurvY are often seeking lo Lest V 

ihemwlvi-w and llwli skills, and to becimn* •■ki«r 
to their own ideals by overct'mmg dangers. 

While someone unffainra In their artt might bcUeve taking on vnemies 
without weapons or armor Is suu Ido, Monks hav** ('onfldencc lit their 
ablliries and sec each rww oppoitent ass ofialicngeot win aiui will. 

Class Abllliles: 

Evasion: Thin sbillty Isused auhnnailcally wh»<n the Monk makes u 
sui c'i’Msful Keflex roll versus a spell nri*tfcct that causes Mulf.damage 
even if the have U made (nut h as/Tfrtall). Dalnftantwinpgility, the 
M<w^k Lwl«HMn<i turns to avoid hikiutf onv dvrinyy at all. 


Tabic l-ii Ctwmicd Strike Daniagc 

LevtL 

DxMAct roa 

HAtnjNO Mn^KS 

Damage njs Aa 
OniEa Monks 

1*9 

Ipft 

19« 

a*7 

lo6 

1P9 

S*ll 

IM 

1M0 

12-15 

iPlO 

1D12 

16 

2d6 

1d20 
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r>eflecl Arrows: At 2 nd Itn'nl Monks can all«^pl to dvfl «1 the first 
incoming mii»sile attack in each round by nviking a Reflex saving 
dtrow. If they arc succcvilul, the dan\agc will be avoidixi. 

fast Movement: At 3 txl level Monks gam greatly Increased movement 
I speed, provided they are net wearing any armor, 

Still Mind: At 3 rd level Monks also gain *t 2 to their save versus magi* 
cal spell effects that affect Lite mmd. 

Wholeness of Body At 7 lh level Monks can cure ibolr own wound**. 

I They »an <'uro up tn twice their current level in hi! points each dav. 

^ Improvud EvaNior>: At level Monks’ Fvasion abUltv improves. 

^ They still take no dainagc If the save is made, ond add i tiona 1 1 y. thev w 11 1 

I only ttki' lialf damage fn>m area effec t spells even if the save is failed. 

j Ki Striku: At HItfi level » Monk’s hsre*hi)Tided strikes are imbued with 

, kl force that allows them to sirlke creatures who can only be hit by 

niagli.dl w'cafxiriKot * 1 . This ability Improves at 13 th level f* 2 ) and 
' Uth level (* 3 ) as well. 

I Diamond body: At 11 Ih level Monks gain ijnniuoKy tnall forms of 
poison and vt^ntim. 

' Diamond Smil: At 13 th level Mtmkn gain resistance to spells equal to 

' their level 'lO. In order to affect a Monk with a spell that con be re's is* 

' ted , tin* s|x‘floj»tcr to list n*l I «|u »l to the Monk’s spell reslslaiice or 
higher on ld 20 * the spellcastcr’s level 

Quivering PaJau At 15 lh level Monks can launch a deadly attac k rh.ii 
set* up vibrations in an tippotwnfs body causing them to die if they 
* fall a Fvrbtude saving throw. This action must be selected tnMii ifu' 
Combat Options menu during I'otnbat. 

I 

Weapon and Armur Proficiency 

Monks art j'ri>fn'U'nl with all simple weapons and with ail types of 
armor. In addibon. Monks are allowed lo odd their Wisdom modifier 
' and a bonu !9 baj«d imi level m llwir AC when not wearing armor,' this 
, represents a "sixth sense" that allows them Lo avoid unanticipated 
\ attacks. A Monk's special skills all require freedom of movement. 

When wearing armor, a Monk loses his AC bonus for Wisdom, AC 
I bonus for class and level favorable multiple unarmed attacks per 
round, and heightened movement. 



I 

he lawful to Mdow Ihrir 9frk:t way oi life. WsJoin ih vital 
lo Monks, becau« throufih lbi*ir lean.ing and btudiOT. ^ 

.nd d^nslvi. eliliP.* an. .nhanu J EVxttnty i. also key l^au* .nost 
Monks wear littU- anm>r Sirens''^ anprovifs the dainage and *iur«y >1 
rlu^r attacks. 

Paladin 

Thv eradiaucm o( ex'il according to the pr^ of " 

l'aU.lm-s iu,l.lcpu,i«i». So»rt.mes thM ch-rgs c-n 

b»ttlori»W, olh,T toe- il r*.iu.«» . mere ara.i0.u5 

live fm queuK, tor iippurhjnitivHio aul lhehelple»- and pnn’e thum 

jelve* wiirihy "f iMr rck 1“ f^^or 

£a.h wk.'« great hi foUow their path, ^u-wrlng an oalh to 

uphold sulct^de^ of conduct Thla rigor wd deduaUw maken iw 
stajtulKly focu-od wjirrlors, i>ften hiund Ivcdlng crltii «l mwHimti to 
piwrvc ^teaic and harmony fbroughiiut the (and, 

Cwccf Paled ifti auiofo-tlcally apply tlW Charisma btious, if 

*ny, ic all Mivln« throws 

t jv on t lands: 1 ’aladutf can cure thcrtw»'lv» or oihe« of d« 
equal » Ihnr Charistna lionus times thcli WvcUn hitpoimaea.h day. 
They can alio u« thiMbQlty tobannundcad m the wme way, 

Aur. of Coure»e: Be^innlnsiol 2rd level, I'sledins -re imrrunen. fwr, 

Smile FvU: Ome per d-y, r-l-dln. of 2nd level or WbI^ een »K. cnpt 
evil^ -cuen n.U5l l« cho«n tr,-.. Ihe 
rreniid..rinso.mb.t. 'Ihe r-lodJn's Oi-riMM bone- is added t>. tolr 
jllKl. roU, -lid il they hit, 1 piiinl of -ddih.iiuld-mage is doiui pvt 
l«vcl of the Paladin I 

lum Undead: When . I’aUdin leachci 3rd levol they gain die abil^ 
to turn undead. A FaUdm turns uruWad a» - Cler^ 
wmild If the Paladin ia considerably more pi>ss*erful l^n the undcad 
10 be affected, the monster may be inatanlly this ac'^ 

Trust Kleclod fnim ttn' Combat Opticro m«ui during ctimbat 

Cast Divine Spells Paladins can cast divine spells beginning at 4lh 
level. The Paladin's spell list < an be found on page 98 and speU 
descriptions start on page 97. 
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VN^apon and Armor Proficiency: FalddinN ao'pn«fiuentwith all sim- 
I pie and maibal weapons, armor and shields. 

l Other Notes: 

I FaladiOA must be lawful giiod. ChariRma itu'nwses the power of the 
I raladin’s abilities and Strength is vital to their tiblJlty to be effective in 
combat. P.sladins also depend on their Wisdom In <iet»rmlne the 
-irHogth and number of fhiHr spells; a Paladm needs at least a It) in 
il*«ii V^om score to cast U level Nfx'lls, arni 1 1 fi> (antl-t level spells, etc. 

Ranger 

Wi1di‘rnt«sk warriors, Rangers are at home leading expcdiiiens through 
remote and dongcroua territory, t'lu'y dedii oh> tfiemselvee to the study 
of tiH* wild dren- »nd thm dangers, becoo^g experts in survival. 
Rangers track and hum crcaiurca hMh rimgioil ntuI immiUne. This 
kiHiwlvJge gradually gives them a connection with nature In all of ita 
dlversliy, and many b^omc proliclont in aimple spells connected with 
ynlriiHlH erul the emth. This mokes Rangers valued advemurlng com* 
panlons tor any groups traveling into unknown pUivn, remote from 
t ivili/»h(m. While most Rangers are good /oik. seeking lo protect trav* 
elers Irom harm or unapoUed an'aw from inploitshon, others are more 
Hav.sgivds Imli/ferent and minrilesaly desirucUvc as na lure itacif. 

C'faMi Abilities: 

raviired Pnemy: Rangers gain /avored enemies every 5 levels, liimgcrc 
gain a el to Listen and Spot Rkill i hix k« and Mtteck rolls involving a 
favored enemy. This reflects their experience in balding against that 
enemy, and the knowledge llu'y have gamed fn careful study of them. 

Cast Divine Spells: Kaiigcrs can covt divine spells beginning at 4lh 
level. The Ranger’s tipell bst can be found on page 98 and upcll 
descriptions siarl on page 97. 

Weapon and Armor Proficiency: Kangcn are profinenr with all sim- 
ple and martial wcapimn, armor and shields. 

Other Notes: 

Dexterity is important for Kongers because they tend to wear light 
j armor and be proficient with misbile weaptins. Strength is always use- 
ful for any wamor likely to be in the front lines of combat Also, 

( VVisdom is the base for many of their ski IK, and Rangers need a 
Wisdom of at least 1 1 tt» 1st level spells, etc. 
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Rogue 

Often aa diffmntfn'm rrther as night and day, a Rugm'tcrjld be 
anything from a small-dme pickpcx ke^ tn a deadly a&sassia a simple 
locksmith c«r a rk>yal spy. 

Uo«it Kogucs have a Uste for the dangers anti challenges 
of the ftatle. siu h diu ruling a trap (hat could kill 
thoir party, or planning a heist of a well yarded |cwcl 
But they alni have iMher motlvaiions, often greed, or 
desperation. Adventuring Rogues stKm*tiinea just 
waiting for their i tiam i' to moke off with the ireanire, 
hut oilicrt gcmunely wish to help out n group ot would- 
be heroes, -uiu ting and chocking for Iraps, C«nple:i 

i haractcr«, few Rogues have only one reawKi hir dning whal they do. I 

Cfriaa AhiJitiVH.’ ! 

Sneak Attack. Whenever Rogues can « »h h tUnr lorgcts flat footed, or 
otherwise not defending tliciuaolvci effecQvely, they «utnmMti(jilly do 
more damngc (Idb ai 1st level and an additional Idh for every two 
levels after th^t). Snnuk Attacks arc made whenever the Rogui>'s target 
> flanked, or whenever the target would not ho able le use their l 

Dexterity bonun (whiilior they actually have one or ncit). A Smiok \ 

Attack requires lhai Q^e Rogue be able to liH ati' the largel’s vlial , 

organs; as such, undi'ad and consiAJCis are immune to this Hptrial 1 

alMlity, I 

tvaaion. At 2nd level If a Rogue tnaki h thoir Keflex saving throw to ( 

lake only half dsmagi* from an attack, they instead talw no danugc as i 
a fuau It of their uick movements. I 

Uncanny Dodge: Starting at !!lrd Wei a K«)guc retains their Dexterity | 
modifier to AC even if vaught flat-footed. At 6bh Wei, the Kogue can |. 

no longer be Honked. | 

Weapon and Armor Proficiency! Roguc« arc profidenl with all simple |‘ 

weap<.m'« «ind armor, but not shields. | 

Other Notes: ( 

Dexlertly is key lor Rogues*; thrir skills rely on It, and It aKi provides 
the I ighllv armoiwl duraclers some addituxul defense. InftHIlgencv I- ^ 

also important for certdin skills. A foolish Rogue can quickly end up d«id. 
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Sorcerer 

Magic to a Sorcerer is like ale t«> o Dwarf. It .vuch a part of their life 
♦hat widuiut It, they would be lost. Sorcerers are bom with an innate 
gift to create magic, and spend Ihoir early year^ learning to 
harness and wield Uul power. 


Many i>t tln'm spend iheir lives in Ihe endless pursuit of 
mystical knowledge for own (.akr, adventuring merely Ic 
add to theif colleclicin of spells, or to hunt down compo- 
nents for a lost lantnp. Yet ottu-r Soixvn'ra take ihdr magic 
fiT granted, and Join In an adventure for their own reaHoni., 
be they bgrvdom, gmod, or the chance lo moke a difference, 



C/ius AU/UtffSf 

Cast Arcane ^pelk: Son rmK can cast arcooe spoils beginning at 1st 
level. The borccrcr'i spell Uit can be found on pagi* W muJ HfH'll 
deseriptiimH atart im pagu ¥7. 


t^Vapon and Armor Pmficiciicy: 

bOA*ercrs are proficient with all simple weapons »mJ unnor, but not 
shield H. 


Olfier MrJiea! 

Sorcerers depend on their ChaH«ma to deb^rmim* tlm ntn'iigth and 
numlxT nf thi'lr spells. A Sorcerer needs ai least a Charisma of 10 Ki 
cast 0 level spells, 11 to caiit 1 st lev*«1 -pnIK, rt . IX*xh fity end 
Constitution are also vital because Sorcerers usually do not wear 
armor while casting epeH" due to tho (iurntt* for Hpvll fdiJure and tltey 
Itave very few hit points. 


Occldlng on Your AJlgmnent 
Your character's allgnmeni Is an expression of their personality and 
view uf life. Ckwd cliaractcrB prolecl innocent life, while evil charac- 
ters Iry lo corrupt or destroy it Lawful tharacletH arv honest, n-spvct- 
ful of law and tradition, while chaotic characters do things their own 
way, and are distrustful of authority. 
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points In>m fhi^ H'Utv^ fl they (to dcsira to odd more poinis io ihelr 
pool for olber abilify scores. Otbtrwbt, yc«y slart wifh 25 ptiinfr h» 
'>rwt!. Ynu lan o«(d h> this polnl lotal by lovk'oring your base score in 
an ablJlLy Keep in mind lhaf a low store in any ability wil) placv ytiur 
character al d Jiudvanto|^ In some silualions. 

Ttu‘ number of pomes It costs to raise on ablflty score can be seen in 
Table I'S: Point Coats, below. Aa yini '•p%md your points, the 

total ai Uic lop ol ihe screen decreases. Once you have spent all your 
pomp., click on #«jrr to pn>a!i*d. 


f 

« 



V»t«r Ynu cannot prcKVed to tb^ 
iVKt menu unul all of your points 
havY -.p^nt in thia fashion, 

I'hcflc co^bt precede racial mmij* 
Hers, so for exainple^ It only coeis 
two points for an Elf ti) rainc their 
Pexterlly from 16 lo 17. not 
three points 


TAhU* 1-5: AhlUty ruint C<Ma 

Anamfermi 

Pnrnrfmt 

5-14 

1 


2 

J7IS 
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Strength CStr) 

Strength otensurcs your character's muscle and physical power. This 
ability is cspnially important for Fighters. Barbarians, I’aladins. 
Rangers and Monks because il helps them prevail in combat. 





You apply your character’s Strength modifier tiK 

• Mcl.v attack rolls 

• Damage rolls for melee 

• Delenniftiiig your iruxemum encumbrarKe level 
Dexterity CDcx) 

U'iWrity iwcasure9 hand-c\e «-oordiruition, agility; reflws and bal- 
ance. I h I ft ability Is the most importmt ability Uh RogiM, but it's abo 
hifih cm the list ft>rcharacii?fs who fypiMlIy wear light it iridium 
armor (Harhahans and Rangers) or rnme at all (Monks and SmvrersX 
and for any char^tir that wanb. to be a ftkMVd arclw 

Ytm apply your charach*r’s Dexicr jty modifier uk 

• Ranged attu k roUs/ such as with bowk 

• Amiof Clagg (AC), provided the t haraeler can (o ihCiHUck 

• Kef Ini M\TM ihmws, for avoiilmg/freba/feand swiibratfcicks 

• Move SiJciHly I ride, and Open Locks skill checks 

ConsTltutlon (Con) 

Constitution represtnn your charw'ter's health and Mmma. 

C i m-iti tu lion I rv rewe» a clturMder ’s ha pmnls, so U’« impurtanl for 
evciyom-, but most important for Tightm, 

Yon apply your i haractcr 's (kinrtitutien modifier lo: 

• Tach Ha Dic (though a penalty can never <irup a Hit Die rvO below 
1 - ihot Ih, n ch&ractc r al ways gains at Vasl 1 hp each time he or 
she go(9 up a levH) 

• Fortilude Mving thrown tor rwtsUng poincm and similar threats 
» Concentradon skill ch^ks 

If a character’s Constitution changvn enough to alter ihc C tmstitabon 
modifier, hisur her hit pomh abo Increase or dccre.ne accordcnglv. 

Intelligence ClnO 

Intelligence determines how wdl yooi character leams and rcisuw. 

JYh iraporlant for any characlvr who wants h> have a strong asgert- 
ment of skil Is. AniouK have Inlell i genre scores ofJ nr 2. Creatures i»f 
hurridnilke Intelligence has'cstures of ai least 3. 

You apply vour character's IntelligeiKe modify 1o' 

• ftfaich, btsahle Device, and Spedcrafl skiU cterks 

• The number of ^uil l \ nnls your cha racter rw eives each level 


SCUCTHQ 


Wi 5 dom ewio^ 

l WbfdCMn describes a diaracler’s willpower, cxmimon •ansi*, pcnrcpHon 

and inluitwn. Cumpami li> Inteliigcnce, Wisdom u more related to 
\ being in tune with and aware of one’< fturmuAdingft, while Intelligence 
n'pnsasifes one's ability to analyze mformation. An *absent*rrirKled 

I professor*' has a low Wisdom score arid a high ImeUigerve score. A 
fiimpleion widi low ftit^hgemv might nevrithrli'^u have great uiftight 
(hi^ Wisdom). Wlsdonis the most important ability for Gerkg, ami 
it's also important for I'aUdifts and Kan^^rs. If you want your charac* 
lor to have keen jwnws, put a high ncore In WiHdom. 

YIhi apply your character's Wisdom modifier to: 

• Will saving thmtvft (for negating durm p^son and other spells) 

• Hosl. Listen, and skill checks 

Gerics. Paladinv and Raii^is get bonus spells based on (heir Wisdom 
scores. The minunutn Wisdom gcuiv nmlvd to n Divine HfHill i« Kl 
fdu*> ihc speirs level. 

ChaHomA CCKa.) 

CharMna measures a charactvr ’» fiircv of pvrMmality. 
pcfwaul magneusm. ablUiy to lead and jimysical stlractlvemns. It rep* 
n-«<nb< ailual piTHmal 'anvigth, luit merely how others perceive one 
In a social setting. Charisma is most Important for Tab d inn ntuI 
Sorcerers. II is abat impoiuni for Clerk& as li affects (heir ability lo 
him und*^, 

You appfy your character's Charisma modifier to; 

• lumlng checks for (Juries and Pabdms ailempUng lo turn aombtre, 
sk«)eton^ and other undead Surcerets St b^mun HpvIlH bam'ii on 
ihcir Clunaicu Mam*M. The mimmum CruriMnid acore needed 10 
cast an Areane spell is 10 plus the spdJ’s level. 

I 

Ability Modifiers 

Each abibtv; after dunges made bccau.se of race, will have a *5 to *-S 
• modifier Tkble 1^; Ability ModifoTN dnd Botuik Hpells fthows the 

tmwliher furMth aNIity, bawd <m Its score. It alfc shows bonuii spelb, 

^ which you’ll receive if your character is a spellcestcr. 

f The modifier e the number you add to or subtract fmrn the die roll 
when your diaraclcr tries to do sometfupg ivUtt>d hi that ability. For 
k instance, you odd or Mjbtrvt yourSovi^th nxidifier to your roll whvn 
' you try lohH somconi! with a sword You ihc npF^y the modifia to 
^ scene numbers that anm't die rn(l% such as when vcni add or subtract 
I your Derterity mndifier to ynur Armnr Qa» (AQ. A poafive modifier is 
1 caOed a bonus, and a negative moddw is called a penalty. 




Abilities and Spcllcasters 

The ability thflt spelb rvlale W defends on what type of si^llcasWr 
VOX) afe: Wisdom for Oerit k, Paladins and Rangers, and L^nKma lor 
S^rrefvri. In addition havfnB a high abiHly scur^x a spellcasCer rnusl 
be of suffioicnl levd in order to gam a bonus ^»poll ol a fiiven lu^l. 

(See Appendix 1: Qa« Level Uwb for details.) For iMtBTK'c. the 
Sxm'crer Mara has a 15 Charisma, enouglx lo grt one boniis 
apeU -nd one bonus 2 ftd-Ievel spell bhe will no. acluaUy giMhe 2 nd- 
I^.c) bonus spell until -he is 4th level the minimum level a Sxmrcrer 
need- to c»t 2 nd-levcl spellfi. 

U your cbaracler's abUity score ls9or lowet you can't rase jvlU tied 
W th-t ability, hor example, if Mara'- Charl-ma dmpped fovtw ause 
of a euwe. she wi>uld not be able lo ca-t even bur simplwc s^lls unh 
curexl Ihii i- intportanl lo mmeiribi'r even if yoxi arocon-ideBny tnui- 
ti< losjing later on to a H^JcIlcaBflnft cla— . 




Pcreonallzlng "Vour Character 
\ U vou are oeating a Sorcerer, vou will need lo pick his or her siarLlnf> 
spells Your character aulomalicaUy also learns •several Ointrips as 
I well. Cantrips are lea»er spell- that apprentices learn duriixg Iraining 

) U vou arc creating a Cleric. Ihe character aulomafk ally has uxt ess to 
ell the 1st level Divine spells, as well an Clerical Orisons {equivalent 
lo Caruripa). Left-clicking on any spell selects It. Tl) deseltx'l it, -Im- 
l ' ply left-click again, 

^ Once you have elvosco sla rti n g «f>e I la. -elect HixT lo pic k out a mmia- 

' lure for Ihe character. You have a choice of several models, depend* 

I ing on y tni r i ha roeter's raiv a nd class . ' ( his is w hat your cltaraclcr 
I will look Uke a» your party adventures fhrough the dungeon- of 
I Myth TVannur, 

Then enh>r a na riH) hir your charoctor. Al Uila or any previous polni If 
I you wish to make any changes tc) your character, pimply click cm the 
appropriaic tab on the left ilde of Ihe ecreen or click on the PutYfOUS 
I button Nt the huttom of the -onrn. Tfu- ruturiis you to Ihot point in 
I the cliarocler creation process, When you are satisfied with your 
I choices, click Hixr 10 bring up die Characicr icreciL 

In Lhc Character screen you can review your characler and see his or 
I her starting spell B, ekillB and e4Uipment. When you arefttMHfwd, elk k 
I on dovt to exit the screen and save ihe character to the Character 
Koator, 




Viewing the New Character Screen 

Ihe Vit^ blare bcnvn providts you with detailfd mformation ab»*ut 

y[«urchaJ3'tcf's stab, skills, 5p**Hs and itt’i'Tis. 

On th»* left aid** die Krtrn a« ihe character 'n baaic i«latiBliC!». 
I'ndcrneeith the xuiini' arc Ihe number d w|>ch«u'i' poinre he or she 
lua earned, arui the number needed w roach tfu: iteid level. Below that 
an* hll pomt^. (next tn die heart icon), armor cla» (next lo the fthield 
Icon) and current amc^nt of party gold (next lo Ute cum icon), A repw 
sentauonuf your character, called the pa^wc dolL -Hows curn>iitly 
equipp'd Uem-. and is ti> iltc left of the Hat oi abilities and each xtat a 
ability tnuciificr. 

Diftclly below yotir jwper doll la a bo* for Effectn dial may l^c in plaiv 
on voyrehararkT. llwse 1 :fteeb can ronp# from spelb, with d«r«tioni 
I hted iP paitnlheei s after the npcll namo, to ptu*- m or level d rain, 

Time paaies diffeiently outside of combat durations for elfe<v tvUl 
Ikk down faster an'ordingly. Spells that have dtirullons might appear 
mtJltipIc Urres if multiple vcreluns of the np U lisve been cast im die 
^mecharacicn tmly tlie hlghi'St dura Hon listed ih the rcIijhI amount 
of time that -pell will lant 

The f jfihl sidi' of the Ni w Owai ter screen display- mte of hmr 
Infyrmailort windows -the «vi#rTOsywiTidiw, die Snui window, 
dte 5*ai4 and ftArs wlruftw, and the STATS window. You can haggle 
h't ween the windows by cliekniR on the ilOiis along the lt>p of the 
infurniaUon window. Above die Intorjnadon window arc your cliaroc- 
h'r'ft all^tiujiM, race, class ami lcvcJ. 

Levels and Expenleitce Points 

Exrx'ricnce polntt (XP) Tnwsure how much your charac ter has b‘ariied 
jndhow much he i*r slw hnf< grown in personal power. Your dwtaettr 
earn- XP by <l.’fcaOng monsters and other upponenlii, a? well as find- 
irw secret doors, picking lucks, disarrmng traps, and completing 
ciuests When your character's XP lolal reaclKs thv miniinum for a 
new character lev. l, he or she goes up a level, txpen^nce and U'vela 
are i xplained in detail in the seinion "Gatning Fxpcnence' starting on 
page 8b 

Hit Pointfl 

Hit puinife represt-nl vour charaettr's ov^Tall health. If a character 
lakes damage, his or her hll points arc reduced. If he t*r she rests or is 



healed, they increase. Wlien a cltaractcr’s hit points drop l) or below 
be or she is rendered ur^ im-aiou- and is dying. At the end of every 
round there is a chance of losing aitolhcr hit poj nt, or sta bi ll/ing to 
prevent losing any mon* hivillh. If a dying character is treated 1^ 
another character successfully using ihc Heal skill or i*a>.Png a healing 
spell, he or she will be stal>ilix<d >in<i will nut lose any morehealUt. If 
a character's hit points reach -10 or below, ilw cltaracter die-. 

Pwich i haracter gains a number of hll pomu every level, d^ninding tm 
» roll of the H (I Die for the i r i Ijhh pins their Constitution modifier. 
New churaoters begin the game with ihc moxintum numlxv of hit 
points for lliolr Hit Die plu- tfinrC'miMtituHimraudifier. Each class's 
I lit Die U listed tn Table 1-1 Skills and Hll Dice by Cla*»N. at^rling im 
page 24. When o charoch'r attuiTiH M'cord level, adcUtional hit poinre 
wn< rolled randtimly. Hit points ior mulilclass charoctnrvan* ml Ini for 
whiclwcr class the charai'tor Mil vanoee in. 

Armor Clnsn 

Armor Class (AC) itprcaonts luiw ban! it i- ftir opponents to land a 
Sflitd. damugingblow un ycHiT characlers, ll's iho aluck mil n»ult tfiut 
an opponent needs lo ochiovo ti> hit fho I'hHrei'ter. The average, unar 
morisJ pori-riTit firiH «n AC of 10, Armor Class Is cxpJoinL\i in inoro 
detail on page 93. 

Gold 

Tlw uminf monry in POOl.OF RADIANCE: RUINS UH MY'IH 
DRANNOR is the gold piece. Asycur party dftVdS m(m»ter» and 
finds Iraosurc, tliotoNi gold for the party is shown here. In niultlplay* 
IT gnmert, all gold is divided evenly amongst tlie parly members, and 
ead\ character only ha« tlwir perwria) gold to purchase goods with. 

P&per Doll 

I hi* 1^ a r.'i>rvs»'ntaHun of the equipment your charocter i«i currently 
weanng. The miiUalurc vou selected for Ihe character is the default 
image, but armor, bw>fti and other items will be placed over the < har- 
atter 's clothing lo show what type i)f IremH are eijuipped, and the 
weapon in the po pi? doll's hand changes as appropriate as well Slots 
for putting nng^ on your right and left hand and fur wearing a neck- 
la«v appear below the paper doll. To the right is a quiver slot where 
you can place ammunipon for a bow. You can change the item.- the 
character ha^ equipped by dragging and dropping them from the 
Inventtiry window, described in the m*»l section. 
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Statistics 

rhe» .ire yernr character's 9W ability wxire*, dew-nbed under ^ 
'Selecting Your Sutisticb " on page The 9biluy check inodifieis arv 
listed next to each ability. A gn-en number for an ability modifier indi- 
< atos a benufi, while a mi nujnber denotes a pcnalt)'. 



Th« Inventory '''Window 

The Inventory wlitdow Imh thelteiTia Utat ytnir character i« currentty 
carrylrg in his or hi*r backptk k. Any weapoi'is, amor or ether items 
thwHlie chsraiicr is wearing appear In ihe paper deU seition of the 
New Charjcicf scr»«nv deaetibi'd above, 

KighKiu k on an item In the Inventory window tn Hnd out what ll is. 

move weapons or armor from your Inventory lo your character, 
Simply Icfl-cLck mi the Item, and hold down the button while drag- 
giiiR the Item imUo the appropriate slot on your character's paper doU. 
Releaw the button to equip the item. If the character is already using 
an obfecl of the saine type, such a different suit of armor, tbv origl* 
nal objccl appear*) in the Inventory window. You can equip one suit of 
armor, one pair of one pair of gloves or gauntlets, one necklace 
or amulet, one ring pet hand and either a single-handed weapon end 
shield or one two-handed weap«»n per character. You can ahn have 
one typo of miviilc for your bow ready to fire; if you have nothing in 
lids slot you wlJl firv from an un limited suppl y of normal arrows. 


> 







The Spells Window 

Hem, it your ( harsHter is a speUcailcn you will find a fiat of alt the 
spelU they can possibly can. Aa o i har«c ter gum up In level Ihc spclla 
avallabli^ to them increase. Sorcerers arc givim a choke of new 
opelle at each level, while Clerical, l^alailina and Rangers are Auloinatl- 
CAlly granted all their Hpell» for the spell levels ova liable to them, The 
m a xirnum number of spcilit of cocli li*vvl that the characier can cast 
coch day is liiiti'd Hlong with the curreni number rcmamitig. Spall 
deHCTipbcmti can be found in Chapter R: f.nre uf the Realms, sinriing 
on page Vtl. 
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The Skills and FealB Windov/ 

This window lists ttw ski II s, k-sts and daj»j> a hi litios the character p^is- 
^ses. Skills fcpresei'il a variety of ahiliUcs, and charac1»'r% improve in 
them as they go up in lovci. Skills are determined by dasa and ary 
dfjscribod in detail starting page 85 In Chapter 4t Experience and 
Equipment. I e.' is are special features of your character that give thorn 
now capabilities or Improvo or*es they alreaiiy have Lrdika skills, a 
feat has no ranks. A charaoti'r oitlwr possesses the fe»t i»r they donT. 
Feats are aUo determined by class, amJ I'haraclcrs receive new featx as 
they go up In levels. I 'rats arc explained in iletdil bopinnmg on page 
ul***’ iti Chapier C Finally. abilities are special traib> of tne 
class that malw them special and different from other classes, 
abilities art detailml in iho ‘Picking a Profesnon " -erhon. beginning on 
page 34 



The 8tAt9 Window 

I ho blais window h-.ts ^.werai Imporlant slaHhtiiK for your character; 

Atlackn 

I here are three numbers in Lbe Attacks oawgory. Base, Mel* c and 
Kdnged. 'I'hc charBcter'** <■!«« and level determine base attack value, as 
shown in Table 1-7; Base Save stkI Base Attack Bonuses. Melee attack 
IS a combination of the Base attack and the character h Strength modi* 
fier. Rang<\J attack is the charaiicr's Base attack plus hia or her 
Dexterity miHlifior, if this modi fur has m>t been cancclJed out b\- the 
arenor your characlCT is wearing. Those numbern aru addL-d to the roll 
you mako on a d20 when the character launches that kind of attack. 
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' Table 1-7: 

\ Ba.ec Save and 
1 Base Attack Bonusea 

Clcric 

Palaoin 

Monk 

RAN6£R 

Clcrk 

Monk 

Rooui 

SORCERCR 

^ Oass 
liFvn. 

1 

1 1 

BA9fc 

Saviis 

Baap 

Attack 

Base 

An\CK 

Bast: 

Attack 

•Ky*2 

♦1 
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♦U 

. 2 


*2 

*1 

*1 
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+3 

♦2 

4l 
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♦5 
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♦jy*3 

4^1 

44 

, ’ 


4<V»4 


44 

1 1(1 

♦V*7 

♦iiy*5 

♦7/42 

♦5 

11 

♦V*7 



♦5 

1 12 


*’lV*7/*2 

41^44 

♦V^l 

1 13 

/ 

*4/*H 

♦13/4l^43 

♦^♦4 

4V4l 

} » 


♦1V+V44 

♦1^45 

•7/42 

1 15 
\ 

*5/*9 

4iy+w+s 

♦1V*V*1 

♦7/42 

♦V+10 

♦lh/*ll/*V*l 

♦l^+7/42 

♦^♦3 


( 


Vufe: For base atui k bunuHes, numbers after a slash indicate addition- 
al Attacks are pmstble at a red ucod b< m u », 


\ S a Vi n ^ Throw s 

I they travel through the penis of Myth Dranru'r, y«iur characters 
^ have more to worry about than just taking damage, The paralyrmg 
L loui'h Ilf a ghoul, the poison of a naf*a. and the grasp of a shadow are 
! ell threats whose danger cannot he avoided with a shield or d dodge aJoiw. 



Luckily, *j 5.MSoncd advenfurw can survive tb«o attacks thnmA a 
mjxhjn- of expvnencc and good lock, 

Generally, when a cluiracior i». sut^ed lo an unusual iir atta^ 
be k»r Hhe gels a saving throw, similar to an attock roU to avoid or 
reduce the effect. This is a ld2n wQ plu^ a twta based art ihe affected 
character's dasA, level and aHlity s. tnw. Ihe saving iJiiow •Aatisik 
gives that hceiua for c^ h of the three diffwni kimfc of savti^ throws 

Fortitude! These saves measure a chwart>t's abUitv to sland up to 
ma^^ive physical p«irushir«fit or atwe hs against your viiahtv aM 
health such poison, fwralysis, and magk that bows instont deodL 
Constitution modifies Forutude saving throwtv 

Reficiu These savv>i test the advent un>r's aWity to dodgi> maseive 
atbu ks such an » SorcenT's flxetoalf or ihc kihiJ bewth of a dracniv 
nextorlty owdi/ics Reflex saving ihrowH. 

Wl 1 1: These sa ve» wflcct a characttf'- resjstan«y to mcnul influem v 
wid doiTiintflon as well u m«ny magK; effects. Wisdom nKsJffwf Will 
saving fhrowH. 

Armor Clusu 

IhlastaflsiJc ivpresenis how hard it is for opjvmene to land a solid 
iiantaging blow on tlw character It’s ihc attack roll n-s«ll ihat an 
opFH^ nent needs to achuv i* to hil your i haractor. 

It i<9 eciual tn the following: 

10 + ormor bon an * shidd Kmus f DitfeiHy nuKiffier •» si/v modiTier 
* «)ther nuidiHers 

Aim^r ajid Shield Bonu»«: Arimr and sliiHil each pnwide a b»nu» to 
AC I h bonus n.f»rewil5 thi v ^totlHy to protod tiv dmMct ffum Uows. 

Dexterity Modifier If your v haractor 's IVxtenlv is high, they aie par- 
Lloularly adopt at dodging Uovrs If their LXiterily is low. thee are par- 
ticularly irn^t al It \nte that armor lintits your DcsCvnly bo*^\ so il 
the character is wearing amnn; llury mjght not tv aUe to apply ihcir 
wluile Dexterity bonuA to their AG (see table i-y ArmiT) 



. Sue Modifier: The Ngger a creature is. the easier il is to hit in combat. 

The*«nallCTitis, the larder it is tohii. Since ihi< some mi>difier 
i apphes to .W.vk roUs. a HallJmg, f«fr I'xample, diiwn't have a hard 
[* lime hitting another I lalflmg. Characters in POOL OF RADIANCH: 

I RUINS OF MYTH DRANKOft are mediu m ni/i'd, i>xivpt fi ir halflings, 

I who are small. Size modirwMs an' ai> toikrwb. Huge -2. Large -1. 
Medium Kl. Small +1. 

Other Modifim. Many oUier ihings add to a character'** AC. Huch 
Ihe boruitcs from magically entunreil armor and protecUve spoils, 
Al«av thm is an AC bemus for flj^umg defensively, called a dodge 
bonus Ddenaive fighting w a t houe on the Combat Oprtoni itwnu 
(MrtirPI Any kituatHm that J<eiie» a ^laracter their Dcxtorlly bonus 
ahw lenSKls their dodge bonus, (Wearing armor, however, does not 
limit these bonuH** the way it ItmiM Dexterity bonuses to AC.) 

IntTUtfvo 

During eoch combat mu nd.mhc'omhatantgvb to do soAieihUig Ihe 
iimhatanN' miliative checks determine the order in whk h they w t. 

An IfllUaUvc check is a ndl <•» a 02(1 plu« the character's Dextorliy 
modihet; theretorea characier's InlUaUi’eboriuA is uMually etjual to 
dietr Oexterlly modilier. Ihe rivatuiv with the highest Inlllatlvc goes 
lirat. If rwiiitimhatantti have the some iniUaiive dxyk n'Nult the on« 
with Ihe highest Oextonty gvKi< hr*tt. 

Check Pcneltv and Arcane Spell Failure 
Chamclen that wear armor heavier than liuther have a penalty to use 
some of ihcir skilk Thw >AaH<>hc gives that penalty, if any. Also, 
SiitTvnprs that choose to ivear armor have a i Kaniv «>f ^]1 failure 
depending on ihe tv^v <if armtv IV> are wearing. 

Bifth of thvee vtatisttes ace e:^>lainod in grcati'r dvlriil in the section on 
'Armor' storting on page in Chapter 4: Experiecue and Equipment 

McTvement Rate 

This displays how manv feel a diarocier can ttaveHn a given round 
and suU be ^)lc to tokv an action m cevibat. Choractors may travel up 
to double IfiK nund^er in a round aa a full action. «>r up to four fimes 
. this number if running A < haractor s Movement Rale is affected by 
hmv cmnimbm'd they are. as mentioned in Oupter 2: Adventuring 
in Myth Dmmof. Hie Base Vtovvmvnt Rato for Humans, Elves. Half- 
cIvA and Half-o«cs » 30. while for Dwanres and Halfling«i it Ik 20, 


choosing a Party 

Once ycrti have CKst^d a few chjr-cters, il li lirrn- to btiiJd y<nir parly. 
K.'ep in Blind (hat a wix i *f skills is needed for an .^d v I'rforinf* pn mp 
to be suictssfol You might want ft* have al icaat one or Iwo good 
highlen#, an olh nsive 5pc(l< asier and j < haiactor wh»i heal It in 
also a ^o.3d idea to have a Rogun, for theh &ktil- a( finding traps and 
opening locks. A s an alicrnap ve to clwratlera who a n* very spex lal- 
i/ed, a fifilih-r with the majorily of her points in Sfreuftlh ami 
Confitirulion for nampJe, you may want to consider < hoosing a i tiar* 
r»T wltlt fiood nupiben. in several abilities, sui h as increaving ihc 
De*h-nfy OT Wisdom of ibc I'ighforso thul they can ett^nvely muitv. 
cIam as a Kugue or Clerii . TlUs lets you cover a N the possihln needs of 
your fwrty, allhough mulUda'<-edcharachTH may advame more slow* 
ly due to expmence penalties based on that cho rioter's favored dass. 

Add adwr-cter toyour psrfy by sck'c-hng dw cturjder from the char- 
acter ro4ih*p, and clicking Aop rpAserY. You suirt the gajnc with up lo 
fourihwacicis, hut there will be opportunities to add f^s {jion* 
player dvjrartersj to ttw parly as you exploit: Myth Drannor When an 
NIK jinns Ihe odvenUtre, ho or »h< is ireahHl like any irther party 
member, end you will control ItJ* or her acilonv At any one tune, Ihc 
jTiaximum numlxT of charaLtiTs m the party ts eix 

Wlicn you have dwidixi on your |wfty, select in er9a«e m begin ihc 
adventure! 
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COAfTERl 


ADVENTURING IN MYTH DRANNOR 

Mdtfway between HiUsfar and Mi^lledaU', in the heart of forest grrwn 
^(n and dark with tune and lie lh»* ruins of Myth Draniwr, 

Thi> dead possess the area by night, and a nn^tuir of unsavory charac- 
ters squab^jle over ihe ruins by day. Any whi* venture into this dan- 
gm>us territory mu&l be ready for battle at any linu’ and alert to more 
subtle thread, a« well. Myth Drannor holds many myKtvfics, but few it 
wiU willingly aharc.... 

This chapter should prepare you to lead your parly through ihc dank 
peasagci and abandoned half- of thia fallen cUy. The rudiments irf 
game play arc covered In ‘Dasics of the Game" h» low, and 0 complete 
description of the Interface < an bi‘ found in ihe section ’linderstanding 
the Ad ventum Screen" suvting on page 56. TVail- on controlling your 
dwracters lUrlsonpage S9, under ' Managing Your Party'’ and Hpw jtk 
Minnufktii on individual charaeten and the iteir«.tfa>y ore itorrylng Is given 
in "Knowing \burOiarKiers' un fwgc 61 lb gintp ebaif^t into an evpI^TV)* 
hun of o Knl vt, ficc ' DcfcaUi*ig Your Enemin" tvgvnni ng on page 66. 

B*iici of the Game 

When yuti start th<> game dte Adventure screen eppeorH {mv ilic see* 
tion following fordetallB on th»t sm'cn). 

Who le the Dungeon hAaeter? 

I ho Dungeon Masier Isyour guide h» Hu^d^rk paaaagca and forgotten 
sccTVis of Myth TVanmir. Ho will describe the Items yot) find and the 
imuts you explore, communlcattng with y<iu mmtly through text on 
Ihe screen but o((«sumal I y thn^ugh spoken dialogue ae wrll As your 
i'hurticters perform acdons, he Inform- yi>u oi their reaulls. Sometime? 
the information hr provides La brief and <]uick]y scrollei off tfir txMotn 
irf your screen, tor example, ati tht< Dungivn Master is Ainning com* 
bat, successes Bri<i failures alike are reported anti discard rapidly. 

Rut tjo a««urcd;Oiiy vited tnformati»)n hi» giv*** you can be read at your 
own pace, typl< ally in \\k upper right h»d comer of ihu «i'rccn. 

You wmld bt> wt*a* w pay aitenUon to the Pimgt»i>ri Master. Amidst 
hi* narratives will be many clu*^, vital to solving the myslerieM of ilu* 
Pool of Radia™ S'! 
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CurflorB 

'TTu' mouse is usetl ti> t imtrol almost all aspectb of the game. 'The cur- 
sor changes as you move the mouse, to reflect the action that will Ix' 
taken if you li*ft-c lu'k on lh,)l ,ire,). For toiHinple, the Move cursor 
I appears when you run the mouse over land the parlv can walk to, hut 
, It changOB to the cunair wlu>ri the mnuM* passes over a barrel that 
yon can emash or search. Right-clicking on an area will either give you 
more possible actions, additional information im the obfectyou are 
' I licking or or information aboul the selected characier, known ifiv 
' Clwacier Menu. I his is described ixi pri^ 62. Oua-icmafly, interachng 
I with an (ibject will m(uire you to give an object from your inventory, 

' In these cases, lefucllcking on liu' ohjin t with the Use cutmt will cause 

, the mesKtge "You may attempt to give or use an lienV to appear You 
I may then ngliucltck on tltc olijiHt to Ui-fi'rnnne how to further interact 

' with it. 

« 

I fAeva 

I When the Miwn I'uraor is M'tive. lett^ltck to send the selected 
chtfseter, or party lo the designated spot. If you rlghtn lii k 
while ilw Move cun-ir I- **ve, you bnng up ^ Chwaclef menu lor t)» 

^ active chiuuctcr. 

It till' ( hariH h-TH travel takes Icrtger. but there Is more of a 
chance of the pany nmicljig Impivtont Ji-trul- niu h ah Tnonsters wals 
ing In ombush l'ri«Hinj^ tfin ffriiHrStnrrkey toggles Run mode on and 
off. When characters run, they move much more quii kly Imt nrv more 
likely to bosurpriju'd by inon-tvrH. Fven when a character Is running, 

I they are assumed to be acUvely scatd^lng the an<a for • luns. 

I'rciwing the ItrrSmn \vy toggles Move and Aci mode on and off 
I When this mode is on, y*ou can initiate ai'tioriH from a distance, and 
' your i'liarflcb‘f« will move fo that location and then perform iJk* ai lion. 

When this mode is off, your ciuiracicrs will apf>n>ai fi itr-rnH ur objects 
that are clicked on hut will not perform any further .'icUon unless 
I d irected to afterwards. Dm ing Combat, d ifferent me »v i-tn»*n» njlen apply. 

I Trannllitm 

The 'Iransition cursor signififs a movement between levels in 
the game, such as going up and down stains bctwiion dun- 
geon levels. Wherwvcr the cursor is plaivd over an effect that 
dllow>i you to move between areas of the game (such as stairs), the 
cursor will change to a doorway. LclKlicking on suoh an object, or 




I 


riRht-cUckxng and sekxdng the optiun from tfw pull down rmsM will 
cau'* the game lo transition to the next 


Use 

The Use cu rsor appea R over objects that can be uwd in »mic f 
wav I Wt'Click b* ifudatv the most Hkely aclkm - tor enample 
opening the door. F.Rhl-clkk tti disjday atidllional f«oWe artitms. H 
the party is stand mg ooNidc a wix*iicn door with an ansll. 
Iwrfed window, the possiHe actions might Include *opea" "1«»" 
hwHk open. " The Use cursor will only be p»v«cnt ii yi>u are standing 
next lo an nbfcct that can be interxted with ii> nme wa>v wnl«s the 
Move «nd Act rmxle Is on. Obiectn that can be picked up, audi a». 
tn a«ure, ca n be left-i 1 icked with the V«' c ursor b» open up ibc 
IVeaeuri- Screen. KighMlk king on the tjeaHure Icon will dispby what 
ttwi ifcaswre cofttsinK. 

V 1.11 ^0 

The Tkrget cursor appears when an Mmo, such as a wtM ^ , 

being used or a spell being cast, W <h«igrate u target 
The Td reel cursir will have an X through it i* thcaiee under the lursof 
iH not a valid target h^r the sktil or spell. Ldt-clh k wiih the target cyr- 
sot on a valid -u bteci to umj the skill or s^n. nt O^i Ikk lo « aocel 
the action lomplefely. 


Talk . 

Most i)f ll^e time. NPCs will wlk tn you when you appreo^ 
thorn If viui wish to inmate a converwliMV imwc the monte 
over tbc NPC- 1 he Talk Lursc* w»h appear iwei any NPC thi- party can 
talk lo, ! vft-dlck to tilk lo the NPC i« righKlirk » find oul own* 
InfyrmaOcpn aboul them, ll the Talk cursor does lurt apfW. the .'4PC 
lias nolhing more lo say tu you at ume. but you w^nikJ be w^e lo 
cumi‘ back lab- r and try again, C ertain NPts will hove new thinp h> 
toll you al later poinls in the game, so remember those figures who 
to a w ealth ot knowledge * you nan acro» them. 



When you have llw opportunity lo speak loan NPC, Ihe dialogue 
appear; in Ibe upper right of the screen w hiie yout conveisahoo 

colons appear in ihe lower left. Select one of the c^-tHWi lo dnwt the 

conversation ;mto lhat topic, Uft-cbeking on the re«;p«w5 wiU for- 
ward you onto the next piece of the dialogue. Use the Sma 8 am lo 
continue Ihe dialogue and bring up farther topics. As the cwnrersatxm 


X 


progresses, soote options previously available will vanish while new 
ociesapp^r. 

Talk tuthrlimak, wfawv(TV<’U lan. They will have valuable iniorma- 
Uon for you. items to pmablv sell or trade, or favees to ask . People 
will know that your purty hSb been adventuring in the area, m> dun’t 
hesitate to go back to someone you've already talked with lo see if 
they have advice for ycHir currenc endcavoni. 

Attack 

ihe Attack cursor a ppcars both iAsick and outside of com- 
I bat when 6w nirsot passes over a hoshl? NTC. Puhng 

consul, the cursor appears when the scicclcd cliaractcr u; dose 
^ erHmgh fa the target fa launch an tounediatv attack or If Move and Act 
IS turned on. UvUkIc of enmbat. you can left-dlck on ony hosiilo NKi 
* m the area with the Attack curn'r fa begin combat. If you nght<Uck, 
limHed utformaikiA aboul the urgci t« displayed Note: a kfin:iH’k on 
a swurd curwr may also cause an enemy fa initiate dialogue and such 
dialogues often te«uh in combat • but you may find nut a usi'ful tidbit 
or two. But be careful, allowing an enemy fa draw you into a long 
I convenattOA may result in more enemies joining die ensuing enmbat 

Tradg^nin Party n 

Al limes you will be given the opiion to trade with oiher 
^ (ttaraiters i*r Imw neW' charmiers join ynur party. flKing ' 
ihe cursor over (he poson to trade with will bring up lJ>c 
trade menu. Items may be bi>u^t by left^lkking and dragging them 
OAfa Ihe appropruie character in your party. Jo sell Hems, kfu:lick on 
jiKjf party member wh« wishe** tu sell items then lefKlkk ami drag 
Ihe item to Ihe trader. The gold you receive for ihc solo will be added 
’ to* the bttal parly gu(d. ttighU in king on any itvTn in the trader's 
inveitory will display inTormauon about the item and its cost. 

To luve a durA.icr join you, k*ft<lick vm the figure and thvy will be 
added fa vour party, as long as thee is a slot available. Remember, the 
maximum number of character for vour party > s «iix If you eni • )u nfar 
an NPC you would bke fa add. you may rwed lo remove a chainclei 
from your partv lirsL KighKlicking on them brings up limited infor- 
mation about the characrer. 
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No OpHim 

When Ihe No Opdon cujbot milhing can be done 

with that arcj. It cannot be moved, used or attacked. If ynu 
lefl'click, nothing happens, if you nght-c lick, the Character menu 
appears. 

Select 

The Select arrow appears over game mhrfaces Kk*' nmtml 
panels an<l oth*<r whvlable ol^ts on the soeen such as 
your parly members. Left-click to select whatt^er N und<T the cuKor. 


TndlcAtorfl 

htdlcalors are oci-Kteen overlays that 
provide ruin* infttffoation for ytHl- 
Most indicate are turned o0 by 
default, k*sivpt during combat lo turn 
Indicators tm, simply pn's- th*' UnAtr 
kiry. This will display a set of colored 
rings that »>ne«pand tn tbt> i horactcr'« 
a^lor on thdr health bar. The number of nng« you on idM of how 
healthy the < harwe^T Ik: thrve nngs mcom wiihUt 1/3 of foil heeJiK. 
two rings means within 2/3 of full health, and iihk ring means the 
character is on their UhI I /3 of hjt points and neartng un conact o utftwu. 

Loot Icons 

Thnn) ghixi t the < tni rsc of the gome players wiH encounter a vast array 
of ircasuro. To help players identify what typ** of trcawjrts they may 
have fcnind. hxrt Ivoma have been placed in Ihe $iune. These are tht^ 
boslc types of loot Icons: the swurd and HtwkJ won, the rout icoa and 
the hag <if gvinn n on t he sword and riUeld icon refers to weapiim or 
Armor that may be present in the pile. The coin km n*fcn to gold. iTie 
bug ( if gems I M> refers to a mined assortment of coOv wandn, ntsves, 
potions, gauntlets, boots, and other mavwe<ipcnt related items. Ri^l- 
chekmg in any kxH icon will reveal the CDOletts in the poll thmn merm. 





oeid 

pec»s 




a aw tf 
ml AM 



Basks or tbe Game 



Hotkeys 


£u 

Mnss up the basic popup m«nu br the velecied 
character. The popup fiWThi sysiam is described 
starting oa page 62 

fttotsotM Af 

Sfmgs upthe Charaaer Sheet Tor the seloctecj 
character, Pvsisexptaii'ed pti page 

$ 

Brines up the SkMi popup menu ter the selected 
character 

1 

Brings up the inwenlDry popup menu tor (he selected 
rtiaracter 

a 

Brings up the Arcanu bpehs popup menu for the 
setoneP rharaner, it the character can cast 
AKara^petK 

0 

Bnnfs UP (he Olvinc Spells popup menu for Iha 
SeWitad charadar, If the rharartar ran ran 
OMn« spells 

c 

Brings 1,9 the Combat Optiorts popup menu tor (he 
selecKd chpraaof (In combat only) 

UrrSitm 

Toggles Move and Act mode cn and off 

f«ewr5«rrT 

togghrs Run mode on and off 

itfTAtr 

^bWes todtemrs on and off 


Toggles dKeroBs on and off 

mmMfitMTia 

loggtovOraup Matemew mode on and Off when the 
parly Is nol in <a«M 

esc 

Skips a mpvit in pragr«s.<«: btingx up the M^ame 
menu desetipeo on page 56 

SpactBMM 

Skips a menrie in progress; advances dialogue; skips 
Ihe lesrof the cuiTcm character^ turn In combal 

Ft 

Shomtovgame keymap 


Itousas/linpauses a movie In progress 

om*K 

Boots a player in a rnulttplavet game 

AeirairKcvs 

Pnmdes secondary control of (he camera, altowrng 
you le change your view of llm map, srpatste from 
your panyS movement. 


In addibcm tu these hotkeys, vou can map commemfv perfonned 
acbons to Ihe function (P2 • F10). Hach chai»:ter can have up to 9 
hodceys assigned to cmuhtmly used spells, skills, or combat abilities. 
To map a function bf>' to an action, ^amplv press and hold the C77?I 
key' along with the function kev you wi^ to map tn (f2 • FJO) 
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Understanding the Adventure Screen 
The Adwnrure screen ic youi wlivdoipv inhi the ForfiCFtten Realms. The 
mJjorily oi the i>cwer I" the Adventure Map, showing the world youf 
charact»TH atv exploring. 

Di.iloguc Trom the NPC*' (appearing in white)/ descriptions from tlu' 

Dungeon (appearing m blue), and other game information is 
overlaid on die Advenfury Wap. (‘n-w. Ihc Space Bar, (he Enter key or 
left<lick on fhi* mouse to read ihrougli the 111/0177101100 jihJ continue play. 

In r>u' lower left comer 0/ the Aiivenhm' Mrnvn, there are several icons 
In a control panel tliat ai'cc« the In-Oapie menu, open the Quort Log, 

*how the time of day and bring up the Maps screeiv lliese options are 
described in the W I owing pages. 

In the liiwer right of (hc screen is another pant*l that helps youconlTcl 
and keep w eve on vour party. This aucoiid panel is described in Job) II 
in the nwHon "Managing Ycur Pttrty" on page ^ 

nk king iin citJwr ihc up or down arrows ooi h of Jksc nwiu pnnels 

wiD CAUsv tlwm to minimiAi or naunv ihelr nocinsl state hh hi rpHatc. 

The ln-0«me Menu 

Click on the Pool of liodlajicc symbol In the lefti'iintml funcl lo pause 
the game and open the Inflame Menu. I mm here you lisve several 
options; 

Load Game 

This bnngH up the Load Gome 
panel, Select the game yoii wiinh 
7(1 play and click on LOAD. You will 
discard your i urront gome and resume the saved one. 1 

Save Game 

This brings up Ihc Save (Saine panel. Type * name for the saved game ^ 
in the slot, or click on a n«im»’ m the list lo save over a }>n*v mus game, 1 

then sclecl Savr. You should often; the forgotten Realms arc 
fraught with danger, and especially in Myth Drannor, disosler could 
be waiting around every comer. If disaster slrikes and you forgot to 
save, check the ! nad Game panel anyway. POOI OF RADIANCE:” 

RUINS Oh MYTH DRA>JNOR aottwaves your game right before you 
entw 3 new area 
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Game Settings 

This oponfl (he Came Setdngh panel, dcs,cribcd under 'Game Settings" 
cm page 17. 

Quit Game 

This exiti* the currcnl game and returns yon ti> ilu‘ Main Menu 
Resume Game 

This exltt tJie In-Came Menu and refums to play 


Keeping TrAck of Quests 

As your party adventures and em'mmtrni otlier inhabitants of Myth 
Drannor, a variety of quow will be offered to your ( harai ranging 
frum Simple fflvorj to wiving the niysti-ry nf ihc 1^1 of Radiance 
Itself. In order to kivfi track of your 
progroM on various miSMuns, you 
con access the Quest I og byelicking 
on tho book icon In Ihe left cc>ntn)l 
panel Thupmist^ tho gome. 

On the left si<l«’ of thin «crcen is a list 
i>f your curroni Quests, Diisslun>> 
you have not vH f 1 11 iHluN;! . L I ick on a 
queat'a name lo view the late->t infor> 
matlon your party fiaH cncouniercd so far relating to that You 
i*an uac Ok arrow butloM to Simll nithor tho que«l llsi or Ihe ciuest 
details. Y«»u may also review quests you have cotnpleUHl by i lie king 
on Ihe fitvnw Accompushmihts «cciion of ibe quest log. V^Hipn ytm an* 
finislwd. elkk on ClOSt tv ivtoru to tin* Advcmuie sawn. 


Keep in mind an you solve these quests, that once you have solved the 
inyslcrv of the Pool of Radiant »•, tiu* game isn't over. You can continue 
to adventun' In Myth Drannor, completing sny tasks U'tt undone, or 
Just exploring the ar«a thimmglily. Your eharaclera will continue to 
flccumuldte' CHpcrience points and go up Vv^iK You can also llso these 
characters in new adv^nluiv* with your Iriendsby playing mulhplay- 
er gamrs, described In detail In the nexIchapUT. 


t 


Telling Time 

Although the probl*^s in Myth Drannor are quite urgent, then* is mi 
sp« itic dale bv which all problems must he resolved Iliereforc, gome 
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vDvnmc Screen 


time b» Cracks only as a sarios of day and cvcle*'. The third icon 
in the left contiol panel shi'Wbi the relative poeilion ot the sun, Riving 
vou the approximate lime of day 

Also, the lighting oi the world changes as dusk turns to mght <ind 
dawn lo day. When tho wun g«»es dowrt be wary, lor iinislcr monslors 
ll(*unsh in the shadows. Unless you need to iravH by night, you may 
wish lorcsl in a secure l«xatinn, s.de fnim the hands of ihe undead 

Viewing the Maps 

A> your parly travels the world, maps of ihe areas you explore are 
auiomalicatly cnuti<d. Ycni tan view these maps at any lime by vlH k* 
ing on iheMap Iconin IhclcfUontNil panel, Thi- hringe up ihe Maps 
screen, ihe mop of the arw you are presently exploring is shown l>y 
default, or you can click un Cl/eitfivr Map lo bring it op m llu> Map 
window. Gick on 1^*19 Maa lo bring up thn map of Myth Drannoc 
showing how much you liwve explored 6ms far. 


The region's name oppcom at the top of the screeru You can looin In 
and out on Ibe map by d Ic ki ng tlw' * and • Hym hols, and you can 
K'roll around by lefNrllcklng and dragging ihe map to n vi^il the areas 
you axe miercsied in. You can jIho view 
ittfu r maps within a mulh*level dungeon 
or building by cllckl ng on ihc a rrow s 
located to the right of the Map View 
window. 



You can add a notallon flag in the map 
by lert*dlcking on ihe Note Icon (a flag) 
and dragging ihe flag to the place on tlie 
map you wlah hi label I^eleaslng ihe flag 
opens a texl window, where you lan type in any ivinments you have. 
I'hiR text may be no more than four lines worlh of typo on tlic screen. 
To read the notes you've made, righln'lick on the flag or the map and 
Ihc window apfi'doi You tan read the notes, or you can edJl Lheni by 
backspacing through cxisling lext and insertihg rH*w ttotex. You car 
move Ihc location of a Pag thal is already placed by left-clicking on k 
and dxagging It to the rrew location, lo delete a flag vouVi* piaud, 
iefl<lick on it and drag it uft the map. 


nAnuDiQ 



MAnagxng Your Party 

The panel m Hu* lower right i orner (if the Adventure s<Te*m alUiws 
you lo keep an eve on your parly's health and control Lbeir oxovemcnl 
hy •a^et’tmg the k aJiTOrd wttinga niovi Trenl forrrapon You can 
also order vour part}' to rest from this panel. 

PArty Health 

The coiomi bars or the left of the paiwl di^^lay each character '9 health , 
U a choraclcr's bar is full, they have all their hit points Aa Hie i haraitim 
lakes damage, the bar lowers. If the bar empties, the character has fallen 
unconscious and may soon be dead Keep in mind tliai lust Uxauso two 
charadvri*' bar** are the same level doesn't mean they both have the 
same n umber of hit polrus rema mlng. I f o l ighler l>as a nu « i mum of <si t 
hit piimK and a Sorcerer has a maximum of 30 hit polnte, and (heir bai9 
arc boih at half, the higlMcr Iws .3U hit poiius rcmoiolng, witiio tlH> 
fiiin><rer han cmly 1 !»! 

ChAraeiein can gain bock hit points 
by reaKng c>r bemg healed. See "I lit ■VVIl ) 

PoinU' on page 40 kn Chapter 1: B 11 1 

Budding e Pirty for more 
InTormaUon. 

You can uk ihe health bars loaeieci individual characters, annply hy 
( lu king on them. You may «l»o use them to target a character with a 
eklU or a spell; selccl the skill or spell, then target tl>c cur^^r over tfu' 
bcHith indiiatiwof tlvcharat-fer you wish to affect 

Follow the Leader 

Ihe leader i»+ l!u' party in mdii,)fwl by a triangle uruler tb«r health bar. 
The lender is the active member of the partv, and when the dtarociers arc 
In Umup I'ormotion, Ji'm ntvtl b»>kiw, they follow The leader wherever 
he or she goes. You can make any ctuuDclcr llie loader of the partv by 
clicking Jitd dragging the trungk* unJiTneaih their health bar. Players 
may find some advantages in choosing who Is the loader of Ihclr p^vly. 

Group arid Individual Formations 
All the chdrakter^ In the pa^^ty are represented on screen al all dines. 
Usually, they appear UghUv grouped, rdIccUng lltal i^ch is hdlowing 
Iho leader erf the parly. While in this gruuped formation, all meoibers 
of the party are treated as one, only one click is needed lo command 
them lo move, and they all move as one unit 

Al times' during adventuring the pNirty comes upon areas of the world 



that must be<iuliou9ly invesbga^d ACthcw locahons, il can be use- 
ful 10 separale Che jurly irhi iruiividu*i5s, so tfuii ihe s>reilfhicst charac- 
ter tan scuuC iho area out alone. You can dwide Ihe party inlc 
Individual mode at any dme nwply by clicking Ihe Group/ Ungroup 

button on the far nghi ol the panel or by pressing the SiiJeM key mi 
the Numlcck pad NoK> that the party automatically hWiCchen to 
Individual mode whenlt enters combat 

In Individual mcHif, movement order*. are given only lathe selectwi 
charai'lct, ChtiraeLCTS do not Caketumi unh^you w'locl the i'hafaccers 
one at a time. SoMary chaniclcrs are i^^tremely vuinwahle to being 
wnhushedanil suiwundedby the enemy, therefore, your characters 
wlU not t»c allowed to inove mere than one wruen away from eeoh 
ocher Yog can |Oln Che party ba< k logeChnr by clifkmfl on the 
Gttouf^/UMiioo^ button again. 

When tlte gami* bcglnH, up le fourchoracti'is liv Che parly are iirpan* 
i/cd Inhi a dtoffwnd forms tion based on the onlor of who was adiii d 
to Chi' party wltcn. Ab < harKtemarc added to the party, they arc 
inserted into the hirmatlon whore one nlol drop^»od a previous charac- 
ter. or the ’enU' of the « urreitC hirmaOon, You may otiange thi' forma- 
tion at any ttffie by witching to Individual mode, rearranglitg the 
ehar«te»inti>tlte prefitrcd furritaLoa Chon dlckjng theSavi' 
I'Ormafmn button. Iiicated m thoJowor right p^ncl aW the Rest but 
hm. When you switch l*ack InCv* Croup mode, the pariy will move In 
that /on nation, Tfiis allows y n u tc dos ignate w h n:h characiers Cak<* 
point, which are rear guards, and which proteih d in Ihe middle or 
the givup. 

When the party ni'cds to move through a space tlwt does nol accummo 
date the formaiwn. for c*uunple, a conidor requiring a single file, the 
characters will move through the narrow »p«'e in a ‘first *ome first 
served" order IT you want lo change thi> ordering, vou will need to 
switch h. Lvlividual mede. line the i haracCets up. fiwn save (he lomu- 
m »n and re-greup. The party w ill then march in single lile, m live spwi- 
Cied character nfdec until you change' the formation again. 

R«t for the Weary 

In <irdor to htful and momorue ‘.pcils, characters mu^t rest. The party 
always rests (or eight hours at a tune, unless ilisturbed. If they are rwt 
awakened pr^nufiindy they will be luUy healed and have regained all s-pells. 
U 1 $ as>,umed chat watch is rotated among the members oi the party. If 



your party is dlsnirbwl while sleeping the <'hara«-h'r on ivatih 
awake and available for combat immediately Others w'ahe up accord- 
ing to a ccimbinatuin fdttt*rx, including whi“thor they arv attacked and 
injured Once tlvcy awoken, ihey 
canyc'in combat uTirntdioti'lv. 

Nolo ihoL a character wlvo la 
dtreaJy awdkr may strike a 
non-domaging blow on his or 
tier turn to awaken another 
party member. TIub Is a 
(‘orniwt ()i»tioti. 

Sim I' Myth I Iran nor i» a mom 
ste^lnfeeted ruin, not every where ib a safe place to rest! The cloBeryou 
an>to numsh'r lalr« or other danger 7nnca. die more likcty your porty 
will be awakened In the night by a sneak attack. The Feat Iccw (tent^ in 
ttio lt)Wi>r right pt)iu>l Hwiti'hofl color a« the area bci:omi:s more safe to 
rest in. Red Iccne Indicate areas eiu gnsafe that your party cannc>t sleep. 
Yk'llow indkate« on orea you con rc«l in. but i« mitl auiiccpiibto lo 
ambuehes. When the Icon Is green, usually Inside etructUKB. ehelters, 
cavk'd, or other hidden cm: Ion urea. Ii is completely aafe lo camp. 



Whon jjidmvv Hod mg a good nMitiigspot i« generally a a im pic offal n 
If the area h clear uf munsterB. the party can rest. To a degree, common 
■ertw in oboerving tiic surrounding circumauiocca dcicmilnca d rest- 
ing Is poNtlble. [f you can hear the monBtirrs growling through the 
archway to ihc right to cncajnp ihcrc would Invite attack On the 
other hand. If the party has just cleared a single nxim with only a 
secret door for an cxlk and ihc door is shut, il lA likely ihcy will be 
undisturbed while they rest. 


Addin? fvVeinb«rft to the Party 
As thp party advmtuiv*,, VPC*n mav •Kimc+imes wi»h hi join flie j'arly 
for prutecUon, for help in their quests, or for other reasons known only 
»n them When vou cncounOT «m NPC* who wunt* h> jom up, you'll 
have the option to add them to the pailv, but It's not required. Oiten 
llw clurai-tcr loitvni in Ihe an*a hir a while, or toNa you whore lliey ran 
be found 1/ you later change your uund. 

II the parly already has aik characters in it and you wish to add on 
t^JPC, yi*u mun ivmove a member ol your party hr*t. If you remove a 
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rr:.rx^™-XTr='^^ c. . ... . ~ 

grcmp lo advaafuw with. 

.. ^.-c s™- ■>- ' 

equip newly -ddcd chai-cf«« a*, you «'0 ht 

U you cJu.ni. to 

at which point they iwy | y„u Hi them 

Kitowiriff Vaur Ch*rftCteri j„^vkdual aWhties will 
UndeTMRTidbft and ^ 5 ' y^ur qne»t. In partlcolor, tak- 

r, XT.tr— — 

Kcei.ndsini'ombatlttf.i’. 

The Character Menu 
v< m I an hav** Kj H a* ce- to y ^ f 
d«rMtera'*hill*.«Whue^"^^ 
jnventcpTy at any Lime »iiuply W 
fichKheking on their tn.uUture* on 

t|^Adv.'ntu.eSLcrvi-n.TW.cp^» 

lb.' Characier menu tot the rtclei ted 
ohatacter. withtheir ndnxe, current 
hit K.inft and armor clftsa. Frcmi 
ihis metiavouc^n also select Imm 
one of ihi' options explained below. 

Ke^p io m.nd tl«i’ some options are menu is 

not available at all limes. *nd .kill*, can only be 

only available during ci'^Ul ,^a,baC. Spoils or 

Lsl during soih en occurrerK«. 
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Characier Sheet 

The C'hdr^-ttT Shwft is vt^v similar fi> the View C'haractvr WTeen 
doficribcd on page 4C ol Chapter 1; Building Your Parry lire key 
iiiflereruvs im hulv lfn' r>rc*}> ic«3n, whi< h allows you w remove items 
Irom your inventory, and the row of party minialurcc along ihc boL- 
tt>m ot Ih.' s.'n*i'n, wfiu'h li'tyenj ijuu kly ■v^'its'h between C'hardcter 
Sheets or trade items among party members However, such swapping 
lx*tw.a'n .'hnrjiti’T> m.<y only be perfnnneil outside .*f vennbat. 

Remove frtmi Tarty 

Tills option removes the selected characier front ihe party. Any ol ihc 
( fiarMi h*r’K ih*ruH tliwl ur.' ricrt fir.<t mewed ti» (rtfier pdrty members are 
taken with them. Giuaclcrs Quit are removed irom Lhc party often 
rrrnaii. in tfu' an'j t'nr>) sliorl liriu', jUKt in c<iMe ymi i'li*mge vnur mind. 
NPCs will often tell you where (hey micnd to go If d*icy art asked/ and 
you rnuy Ik* ablo to find thorn inter. 1 liiwever, thiirrii'terH th<it you ore* 
ate and later remove from the yiarly will wander off L^ search of other 
Of.fH.rtumlk'iH for adventun* if you li'avetfie ar«*a (fnretMmple, 
to another level of the dungeon), Tl*iese characters arc loti forever. 

Inventory 

If vou select [Ijitventory^ u Hubcm'nu dppoHrn. t)rvakiiig tfi»’ (fiMracter's 
jru«‘ritory down into its Hubcdtegc>ne9' mswjvt, AtMoe and MaOKAt 
IrrMs (pc>Hon9r rings, wanebk efcl. Choosing one of these submenus 
0 pen4 a 1 1st of lhc « pcc 1 1 L iti^ma i n Ifuit < h»i rac s i n v onb )ry. C hu v 

that list is on the screen, selecting an Item acts as It would from (he 
Inventory wmdnw of IhcChoractcrfdiCi't I'oroxamplr, if you c h(H)«e 
os fi.liiwvs; iHvekTOMv/ \¥tMPOits/ Lone 5ieoeo, rtw game swaps the 
long sword for the y/eapon ihe characier l» cuircnlly using. Now ihc 
cluractcr is armed witfi Ifu' long Hwiird. Similarly^ if ynu wlei't a 
pvticm. the cbaiactei drinks it. or if a scroll is chosen, llw characier 
road^ iL Keep in nund UuU conic items, such as waiid^ and stavi*s. 
must be equipped before they can be used. To use such an item you 
may have to select it twice from the ITIMS sec lion... once 1o 

equip it and a second (imeto use its powir. C'urrvntlv wiim arul 
wi.'tdod itunv; appear with a * sign iwhI to tht< name. Items whu^ 
name might be longer than Ihe pull dowm window can be moused 
over to extend lhc name of Ihe ilem in a Floating window 

j Skills 

This brings up a list of the currenUy usable skills fur the Lharacter, 

I Select a %ki II From Ihe list, then click, on a target on the Ad venture 










Soeon lo use Ihe skill. A characfer's skilli* depend c»n his or her cla» 
jnd level. Skill desc ripnons be found signing on page 79. 

Divine and A/cane Spells 

Siimlar lothe RkilK option. »he»*dHii«v^ bring up IwW ol ihcdurjii- 
ler's available spcik. iS any, organized by level, in boCh l>'pes of magic. 
The number of spellh aveilablvtn ihei harfUter is s.'t by Ihvir level, 
clans and abililv scom, Click on a spell name lo casi the spell. Spell 
di«'- riirtiim- lan b»' found filarting on pagi* MM 

Oimbat Options 

This R^enu liem Is ortly available during combat. Combal Options are 
tn;plam«%] tfuirougfily, starting on piige 67, 

Your ChArACT«r’ft BAckpaek 
boch character is assumed to be canylng a backpack Uui l*iolds ilvir 
itvms rind njuipnttrt. ThiH k i*> n^frn’w'nh'J in thi* guniv by invi*n* 
lory gtld of squares displaying the backpack's cc^ntentii. (f a character's 
grid ever bccnn>c« full, a 2nd page is created, occcHcd by Jk down 
arr^iw hi fh*» right of the grul. In nnUx to fTHivr olijint* tmm oni* fNjgi' hi 
Uv othe& you must flrsl make room In the destination page, drop the 
ih>rn you «vunth> nu^vci, and tlu^o pick it up again MuRJfM pag^can 
wlsf depending un bow much eijuipHux^t that I'hriractvx Ih i'urrvntly 
holdii^g. Once you arc your inventory, you can use and manipulate 
inventory iti'iriH in w*very| wavh. 


I 
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Using Items 

To «julp a character, drag an Item hvm the inventory grid onhi your 
choracicr's paper doll ]icin« such as orinor and bools automatically 
appear on the character. If the character is slreN«iy wvuring the sort ol 
item being equipped, the two arc swapped, ai\d the Item previously 
being worn Is placed In Inventory, The *w*tne rule upplusi to weapons, 
wands and slticlds: one swaps for ihc other, 'IWo-handed weapons are 
a special case: equipping a twkvhrind* 
cd weapon may cause bolli a one* 
handed W'eafxjn and a shield to go 
into inventory. Bows arc considered 
rwo-hrioded weapon**, 

Items sui h ris nng»i and amulets 
must be placed in approp»riate "in 
use’ bovc^ associated with the part of 
the body such items are worn on. In 
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the case ol putting on an amulet, if one Is already betng worn, the two 
swap. The player may alst> drag a ring lo a particular hand slot, and if 
Ihrit slot already has a ring on it, the two swap, as with amulets, etc. 

Potion^ arc useable simply by selecting the item from yuur inventory 
and dragging it tmlti the pa I've doll. Oihcr consumable itemfl, such as 
salves and scrolls, must be used from the main game screen, using the 
UA6ICAI /r£«A submenu under invemory 

Itcmit that cannot be equipped nor consumed are assumed to be in 
your character’*. hsTid when they are neetled. rc»r wimple, if a kt'y Ih 
ru'odi'd In opon a locked box, and you have the key, simply rlghi'cUck* 
ing on the bu>c gives you the option to open the Ik »> . If y «iu try hi t ipon 
the bos and you don't have the rlghi key, the Dungeon Master will let 
you know that a special key w needeti, Ome tUiotH or <ih)eit- tlMt 
nxiuirc a ki'y have been opened, llte key is eutomalically removed 
from your Invenfury. 

Certain Hems cannot be used by select classes. If you ever try hi equip 
rin ih*m fc»r wliidi your daw is rcsirieicd Imm using, a dialogue box 
will appear Infcnnlng you of this fact and the item will not br 

('(jUlf)fH'J 

Tl) trridi'fln iti'in f^m1 one duracter to onoiher, click on the item In 
inventory, and drag It to the miniature of the target character. 7b drop 
an ih*m, Jrdg it to the Drop icon 'this removes the item froin invenio* 
ry and leaves it on the ground. Keep in odnd that items that ycni drop 
rnuy not lx: titcrc wlum you return. It might be belter to find aomcnite 
lo sell your excess items to, rather than lose them to the local Inhabi* 
tie ijrcful what you aclll Merchants «Uy in business by Rsclllng 
Items - an item you choose tu sell may not be available to purchase 
buck later 

Encumbrance 

All Items have both bulkiness and weight. V^Tien a character is carry- 
Oh) much weight K slows them down, making it hard for ilicm lo 
react with much speed arid agihty. Thi^ ib known aw encumbrance. The 
larger a character's cnirombrancc, the more slowlv and awkwardly 
they mi*ve anujod in «'i>Tnt>rit. Ah part of managing mventorv, yi'U 
must decide if it is worth it lo have your cluracters lug around large 
numben.of heavy items, or rather i airy jmlv whatthev need. IW 
course, if vou've found items that are valuable, but which you don’t 



.^rrentl V ru:ed, ,ou a dilemma. You «n am^pi lo hide the 
obwits fer d ^hon tin>e, but Iheri* Jfe many other be;nRS ^sdrJcrmg 

the dunfioorm, so then- a f-lrly g«icd ch<ir.ce th-t yom horfe 
will be raided if ymj \-enhjrc loo *df awdv; or descend lo a ihftcrent 
level of the dungeon 

Onew-y loraafiase youx p-rty's ifncumbr.ince to sell youxextraiw- 
ous equlpinent w^•oflev.'^ possible. Gold does not add lo em um- 
branee. 

Def«Ating Vout Enemies 

Danwn lurk axuund every eemor In the sunken jMs^igcwayh 
shaii^cl bua>iine. vl .hcShllwafcr, B.MIW .« a 

and you >vouW be «^lse fn prep«n> yonrscU as c ^htp’etcly as ^WMlWe, 
Tlic follinvinig H^'cUers dwenhe Qw (ombat «y»Wm for PCXJL Or 
KADIANCr HITTNS OF MY HI DKANNOR, 

bnlerineOmtbAtie UtlHatlv* _ 

C rtmb«t IS entered whi'n erw* of more ot ttu- party mcmbi*rfl venturw 
withlr, t«-»oci ... crwT.y, cllh..r deUSraicly 

you bitifllc an fliiack by cll< king on an opfxMWt w h thi' Mrtc k cur 
jor. or Mineilme*k v/hen ronverHulions turn unfriendly. 

Combat Is a case of the Indivklual iorniflUoP. If ilw 
grouped, It UTuncdlAti-ly enh*r- cmibat In the fomtaUon ^wh.c h 
WAH ici (Sei* Croup and Individual FormaUons m page W) Once the 
iNirly l"'n IndividuAl forowtlon (or if It already in), garni play 
W‘d inlHative based; with the lumoftier d. tentiini-d by mliUhve 
die rolls. 

At the bcftinriofl of each «mi bat, inuiativi-* aie rolled for ewry ccw- 
batmt in H^coml>at, adjusted .wcording lo their bitiauye bonus, 
iniUaHve order that i- generated I-t« for the "'bm c^bal ^ 
seen a I the upper left of the Adventun* screeti. with red dragon-b» ad 
icons rcpresKiUng enemy .ituckers in the inlBaHvc ordor. The cuirent- 
ly active i harach r Ishighllghb'd. 

In order to mamtam thi- pace of the eombst, each c haraclcr is Allotted 

a ce^in amount ot time in which lo take an a.ilon. A green bnc 

underneath the cursor that shrinks HMlhe time cmmls down reptesent* 
this. If the time window expires before an action is chos^ the game 
moves on lo thp next charac-tcr in the inJhaUve order, ending the cur- 
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rent charactwS turn . Thin him* w indi iw i an be *wt in the ( -imp Spthng 
panel, detailed on page 17. Per a list oi possible combat actions, see 
below. 

Combat AcHonh 

'n^ere are many different things your chaiacters can do during combat. 
A partial list iodudoA! 

* Move 

* Attack 

* Defend 

* Casta Npall 

* Uie an item 

* Interact with envir<inir>ent(openin^cloNing doors) 

* Co Into inventory 

* Awaken a party otemher 

* Use a AkIII (Including Heal) 

Mo»t of rhne options are Accessible from the character popup inerms 
oxpidined in thoACCtion 'Knowing YourCiharactCfN" •.tarting im fMgi* 
A2. Tat iipi'hH tlH’ChDrec^r Menu, 5 upimH tht'^klllH menu, / opens 
the Inventory menu anil 0 aj:td 4 open the Dfviiv and Arcane spells 
menus, Press C during combat to open the Combol OpUoni menu. 
di*tailoJ below. Ttx' n*Htnf tlH> Milk iris < an K' (H'rfnrnied using the var* 
ious cursors described on page 51. However, some of tl^ese cursors aci 
Ai^mewhot Jiffi'n'ntly during lomlMtthan tfiey du during normal play. 
Note: Items cannot be picked up during combal. bear this In mind 
when dci'idijig lo drof» ‘HUiu'thmg from tlu' Invinittiry mfivn, 

'i'hc Combat Options n>i‘nu Uavailubk* during i umhat on wii hiharac* 
tit's turn by pn'wiing C or hy nghM'licking on the selected character 
and selecting Combal Options from the Cluraclcr Menu. It I lata possi> 
blc umibat Jctioiwbi'KideH simply moving ur attacking. 

Defend 

This opbon instructs the character lo ccmcenlrale on his or her own 
dofenv* Thi^ grunts the chorocter a *4 Ixkiu'i to thair Amn«r Cla'in for 
that round, making them harder to hit. Armor Class is explained in 
more detail on page 93 in Chapter 4: Experience and Equipment 

Delay 

Ehix i>pQon delays the charaoter'i; rum until the end of the combat 
round. This can be a rttrategre choke; somebmes going first isn't as 
valuable as going last. For example, vou might delay the action^) of 


your Fighter iintiJ aficr your Sorcm^ cast her SiliP spell. Thi& 
allotv*. the PightkT tit dtuik dn opponent that wasn't alfoctcd by the 
speD, instead of an enemy at ramlom. Any character that delays, how- 
ever, wiH always act at the now place in th*- initiative order unless the)' 
use the Refocus ability explamrtJ below 

Kefonis 

Tliih Option requires the character tu give up all actions and movement 
for that turn while tlu*v look around and appraise the flow «if th.* bat- 
tle After they complete this acHt*n, the character moves up in the ini* 
dative count and is po«ltioned as if they had rolled a 20 on their jnilifl- 
tivc mil, 'Ibis advantage remain* until the end of the combat 

Awaken Party Member 
Thi»cpri«m a)lt>wH the rharaclcr lo 
k) waken another party member 
who is sleeping »*ithb‘r ba'Ouse of a 
magical effcci, or because of a sur* 
prise attack whil*- Hk* party Is 
I ainped for rctl. Awakening a 
party memtwr the charoc- 

h'r to strike a ncn*damaglrig htciw, 
so the chariKter must Ih' fairly 
I loae to ihcir intended target. 

Special Combat Oplione 
In addition te the opboitsdesriK d hIx>vc, other choices may be avail* 
able In th« nmiHat Optinns menu as special attHck*. Th<w attudut are 
pa rt of the charac ler'» claoe a bi lihe*, u r * [kh: la I feab, and therefore are 
described iintU'f em-h close Ijt ll^e section "Picking s Pfoti*v.iofr atari* 
mg on page 24 In Chapter 1 ; Building a Party or uitder "Feats* h^gm* 
ning on page* H2 in Choptcr 4; kaperlervce and Fquipment 

Movement In Combat 

I >u ring combat, movement Is different from ntinnal play Ihe Move 
cunor is used lointli«'afv whi*lluT a apccifk* desdnallc*n within the 
oh«rai-h'f 's movcmcnl range for that turn. If the Move icon is a walk- 
ing stick figure with d p1u* Hjgn, the area bvdlhin thechaoKter'a 
rangt w hich enables Qw chaiacter to still takv an action such as mak- 
ing an attack or a '?HCi>nd mow. II the Move curxur ina walking slick 
figurr, without a plus sign, moving to the selected area will take ul) 
the characters a*tion* lor that turn. Q the Move « urstir bcannes a run- 



Dnunne Ycxjr CnenKS 


mng sbek figure, moving (o ihal area will cause the character lo run 
the maximum ditLirntr they can mow* in a nnjnd, ChBra<-ter« that run 
lose their E>exlerity bonus to AC for that round If the Move cursor 
tuni« to the No Option cursor, the dl^ldiH'v ih bwi far ftirthe character 
to travel in one nim. 

Special Combat Situations 

TherearuiUwiTal Kpocial vm birnstaiHe* that can arise during combat 
allowing a combatant to get off a special attack. Often these attacks do 
morcdamiigi' than normal artai'k*. 

Attacks of Opportunity 

Tn melee, if ui opponent breaks o0 combat to take ai*iother ocuen (cast 
a spell, fire a miasilc weapon, uw an ilmn), flu* attac king minuter or 
character receives a 'free' attack, known as an Ailack of OpponiJiiJiy 
Ihcaccart be dcva^tinp tn ytHjr party if you don’t fake oh re to avoid 
them whenever poaalble. Keep your ipellcasters out orhand*u>*h.ind 
combat, and have your Inqhtcrs tocu* i>n a *ingte (ippunent unhl the 
they are killed before moving on to Ihe next. Note ihat plvoUng in 
place to foce onothcr op^nmntt dovs mil i mi*titute breaking off fight* 
mg m this way, and thmfore does no i result in on Attack of 
OpportujiJty. 

bncak Attacks 

A 11 HttaokH by Rc*guee against an opponent who does not receive a 
Dexierlty bonua to Armor Class are cal kni Sneak Atta« kHa*id do 
ilHtnagv to their target. (Mote that in the first round of combai tl*ic 
opponent receives no Dexterity bonus it attoi luxi K'forv it* mitiMtive 
het- up,) It 19 easiest to get off a Sneak Attack by making sure ihe 
largel la engaged in COjnbat with oi>cor more of ynor party before 
bnngiMg m your Rogue Ki attack their undefended back. 

CriilcaltfU* 

If any attacking cliarncler rolls wjthin itio th^'at range for the weapon 
iky are uvng (usually a natural 20), fuilowed by another successful 
attack roll, he or she is assumed to have made a "Clrilual Hit." 1 ikK 
Sneak AH*i«ks, C'nlioal Hit* m|iiire that Ihe chaiacler be able to locale 
the target's vital urgans in order lo deal extra damage an oppt>nmt 
potentially killing them in a «inglv blow rivaturev such as constructs 
and undead. huwevvr, lack vital organs and arc Immune to this extra 
damage . 'There are some coinnioti wi'apon* (hdt • mly require a 1 lo 
initiafi' a critical threat, and the Improved Cnhcal feat con decrease 
that minimum threat number to 171 
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Character Damage and Death 

A rharact^ dn^iwt dieunmodatelVM’terthiscirhCThil poiM leulieerii' 
t*v /LT(» or lu«v«.T Snma'cin^ wbov hit pnm( Intjl nqpftvf k still ahvf, 
bul unLMUCioiii and bk*cding IS Iht* t.hajdih.'t u btcuiin^ ur liMig hit 
pointfl, he nr «he mu$c he tended lo qutckh* to preveni Ueeding lo deaK 
A bleeding ( haraib r Uises orv h)t pnmt p^niund until hendaj^d nc od w 
wise kUtHliied. ihere a a 1U% cfunLC cjilh nxifht fur u bk^xling iJidrali? 
(n »iahili?e tvinjraDv When j character reechn -lU hil point* dW die 
SucTP^ful uw of thv TIt*.dJ kkill or a hraltni; -fiiHI hhII leihfhTe a cKaracMr 
Uiat 1 * dyiTL^ 11 Ivaling apeli* uaiONuc Uv <Jurd.tcr b lat pumt total In 
greater than ?«en, the hurt rharseter become* heeled lo muine 

You uan d*u*rUm the ••tafus of a falWn rharartt^ K n};hMKVinf( 
oil tlww on Uw AdveniciM Screen Pe^vi sharatvr> san unl> W b*mi}^ii 
back lo lUebvraarmg a ftai^e Dead or Ke«urrecueo »pell nboml heeltap 
spellh will rH>t bring from to 'unmnacioo* * 



When a mmbAl end*, character* that air bkedmp; and uncoAKioiB mue 
be trvuti?J ImmrJtatvIv, (ir they may sHlI die An un 'ia wH nat hot stabilved 
character mutt rest or be healed ntlh >pvUa or salve* tv becvfneccmsavu* 
again llther lasting effect*. *uch a* poison, peratvsis, fear, and *r> m cither 
remain with the sfk'cU.d sharaslrr onhl reriuweJ, in do pm^graMvcIy OHin: 
damage until the characler'* htl point total reaches lero At lhat poinL 
urvkinscicniane^ nmim and tiv etlect mnabi* pry»enl Chaiai leis an 
jffOt.lL'd muat have the efhxl rvmovrJ dncrtly bv a QenL 

If a party m^nher doe* die, ynu can rhooee to mnme the clvrartor frum 
the party uung the nghl-eliek Quirachr menu I tow ever, d you do ths. 
the character disappear* from the gtune and can ne v ff be rais ed nr 
ivdaimcd A dead vharartercan he raised tf the partv fbhbi the appruprutc 
spell, or il a pvwvefful NPC can be found b ijat the spell 




CHAPTER 3: 
PLAYING WITH FRIENDS 


As any map of ccnrirutH will reveal, there Is no Irw •*nd to 
mad. WRl«d»>p, Calm^ian. 1 ti »Kfar aod a»at»wiJafc, aD m annect- 
ed by fiome palh. the way may K- hard or steep ror those who 

seek it out, the fmaen ivmdra to the north, the swjminft jungle tK’ 

BotJth, and everything m between can n-%eal anc^porturnty loadveiw 
tUKJ, Of courH>, sotne find it WKier to lake on a i^ueAt than to suerwd i 

at it hut most who vjr\ive an drawn h> new chaQengks and I 

again until their nmc or their Iw k run* ©at If jfww "tod le*d» yew to 
Myth rvannor you bad better bring all your (rtetwis. 

If yuuVr completed the Hingtc player ranipoign and are kniKmg for 
new challengeH, or if you |u»t wunt to ^ve fun ad wntunng with ymir i 

friends. KXJlOFRAnfANLfa. RUINS Of’ MYIH DRAKNOR provides 
you with an evit changing routtiplavcr gaming envimAmert. playaWc 
over either Ihc Internet t>r a Local Are«* Vitwork iLAN*) 

Seh you begin a mu Iti player game, make ^Jre each playte \ cone 
puler meets the Hyaicm requiremiTits Usied on page 13. To lake part in 
a rnu III player game, t** h player must hu\© I'UOL OF R A I X ANC£: 

KUlKS OF MY1 H URANNOR ^iwulled cn their tv>mpuieL and the 
game C!l) mu»l be in their CU ROM drive. 

N<i»rr M u III player in PCX H, Ob RAW ANC' L KOMD » handled by 
using A single player's machine »s the server. Thiv player b the h«"t or 
creaiivf of ihc game. Ft>r optimum gamepiav. ii Is a good hIu* to have 
the person wiiii ihe faaiesi Intemei connedton or most powerful «>m* 
purer vystem create the game 

Joining A Multiplayer Game 

Tu |inn a multiplayer gano: over Ihe ImiTnct « Local Area .Netweek 
fLAN), click on Mvir/ftarM &MTC from the Mam Menu, then select 
low Game. Ihbi brings up the foin a Mxdtiplavcftjame panel. I^XIL 
OI' KAUIANCE. RUm Ot MY7T I l>»ANNOR auhimaUcaDy 
for games (wrven) on any I AN you may bv conoeebd b» Any garner 
It finds appear in the list m the center o< the pend. 11 Ihe game ynu 
want Ui join docs not appear on Ihe fra. enler the IT addreas c4 the 
person hosbng Itw game m the fic'tver Address area. You muU know 
the ir addm* of the game creator in order to play over Ihe Intomet 



Enter a name lor yoursrif in the Plaeik Hami area. It the game is pass* 
woni prolELti'd, yini will be prompted to enter the password in Ihc 
At55VM» area Select the game vou want lo join Irom iJu liU, and 
click on Co*#fCTto conneci with the server. When a connn'tHin is 
made, the (Jiaractor Arbitrathm ><T«vn loads. 

Ihe game's host will a >4ot for vou. and your name wiU appear 
at the bip. A default character will be aasigr^d to each bUh, ( Iu k on 
(he Character button to wv a li«4 of your available Player Characiers; 
pick one then t Iu k on 5cuc7 lo chocw the character. If dicrc arc loss 
than six players and your host aMigm y cm mu Ittplo vl otv. you can play 
more than mw «haraitor. 

AVSr thcvharaiton. Ii<4ed are available in the slalc ©f ihdr bsl save, 
he It from angle player or multiplavvY l i>r cum pie. if your characlet 
Is 5th fcrwl arul vi*u miTvave hu or her levd to 7lh level In cither 
game, the nexi licne you join a multiplayer game yiHir character will 
be ImdJ aN 7th levH. Th<^ dues not affect Ihe nates of diaroctcrv from 
saved g im e* In muIUpUyor however lo play a new character in mul* 
tipldvcr. vou mu«a hn4 « reafr a character exactly ai dcscrl bed in 
Chapter 1: Ruilding a Party on pag\' 2). 

tmpoitatu: Youcan nouakccharactrr« from multiplayer into single 
player 

Nmv vou mu«c w an while the game creator decides whclJicr to a I Ic iw 
you to play ihal characier or not. You nn \ hat with the other players 
m the niran by < Ih tong in the chal text aren al the JowcnlcH cxyrivr u> 
the scrrai and typing in a mcsMgo I'rcH- tnter tu ?end (he messAge; 
all the phuvii in the ruom will be aUe to read II. 
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Ofice all Lhc plavcrs iri Ihc room fuvc cIicfsco choraclers and ihc gami: 
bust has appniv«»d Ihfm, Ihe gaow will hfgin. 

Creating a Multiplayer Game 

lA create a ntuitiplaycr game MuiTiPiAren Gamc from the Maio 
M»'OU, the'n < lli k t)ti CutATf Gami, Thi** bnngvi up Ih** ('nviti' .1 
Multiplayer Game panel. Fnfer a name for youi game in the Stssiott 
MAUt area. Tlvn enter a nacne for yourself In ihe Playsm Nams area. If 
ytHJ wanttn he Kua' only u'ltuin player- will Ih« able to join your 
game, you can enter a p<3>«-wiirii for the game in the StsSlOH 
PtsswoMO area. You must give this password to all your players. 

Next choose whether you want to start a New multiplayer gante, or 
to*9 a aavod gantit. 

Trading a Multiplayer Oame 

Lnadlng a mu III player ganw mcoru you resume ilw game irom your 
Uet Have point, exactly like a single player game. The host may assign 
more than one character to the some player depending on how nuny 
pe«'p1e are available to play. 

Startlrxg a New Multiplayer Game 
It you (*ho(»te to start a new multiplayer game, the Character 
Arbitration screen oppeora immediately Here you must wail for your 
pUvers m join you. and chcK>se ycnir slotH. If yen) watith' play several 
chrirecters, unlock those alobt (Iret j)td choose your PCs to play 
Th*' hoMt’M IPatIdreHH wit) appear at the bottom (>f thv screen. This 
infomuilon needs to be communicated to lhc other players so tlui 
thry can )i>iii y«njr game. 

altc^w a player b) join your game, unlink an «*mptv slot by i Hiking 
on the lock icon next to U. Then click on the player name for that slot 
anj 'W'lr^'l d player fn>m thi* list to cxtnlrol that position. Thi* player 
then chooses their character for the adventure. 

Once a player chooses a character, y-ou have Ihe rtghl U* accept t»r 
n^'l thi‘ir choice. Clk k on the magnifying gloss kern to open the 
Character screen, whkh is describ^ in detail on page 40. Prom thw 
screen you can v ic w the stJts, spel U, skills and I terns that the character 
posses6es, to make sure it Hts in vrith ttw game you want to play. 
When you Close the Character screen you are asked whether y«Hj 


want to allow the player to use this characlei. If you choose No, the 
pLayer must pick a different character from Hv^ir list .irui the pn*cey> 
starth over again. 


Playen« may al"<» be banned from a playing session either before or 
during a game.. To do so, click on the CotmecTtOMS button at the low it 
pan of tlw screen. I'hifi will bring up a list i»f the players currently 
loggeii cm to the host's game. By clicking on the bool Icon next to a 
player's name, or using the hotkey while iiwgame, a window 

will opppuraxkifig y<nj if you are sure you wish tobwt that pbyer. 
Si'lnl Yes to do sc or Cawcfi to return lo the Character Arbitration 
screen. There is also a button entitled Usrtft fon Connecrtoris on this 
ftcrocn, Thia allows you fuggle fhe hosi machine's ability to accept new 
bi fheir game. The button ia set to OM by default, but nuay 
be turned OFF by left<Ueklng on it at any lime. 

Once ill your players have seleclcd characiem, ond you fiavi* 
approved them, cLek on Laoikh 43aMr to hud Hu> game. A1I slots must 
1 x 1 1 IK ki ' J befi ire the game con launch. 

Nab: on Approving Characters: In the multiplayer version of KX)L 
OF RADIANCE: RClNb OH MY I'H DUANNOU, y party with high 
love I iharuiti'rs will eTKvunter significantly harder oppoiients than a 
party with low level character*. You may want fu keep this in mind 
when ai (vpting irr rejecting a character for a game, since a single low* 
level character may have dtfficuUy surviving the monsters a hlgh*level 
party lujs ttmiwn at them, while a single hlf^-leveJ character may 
raise the overall level of thcencmic* in thr dungeon too high for his 
lower level eornputriots to maivtge. 

Flaying a liultipiayer Game 

Playing a mulU player game in lYXYLOF RADIANCE: RUINS OF 
MYTI t DR ANNOR in very much like a wlo game, hiwcvor there arc a 
few key differences, discusaed In tbi' following sections. 

Dungeon Ibrrain 

lo make the game morv fun for extended play, every lime a new niul- 
hplayec game is started a new dungeon area lp l rested randomly, 

I While the above-ground appearance t»f Myth Drannor remains the 
I same, the laviTn* and hinnels below can be quite diffcrcol, as can the 
> enemies fought and treasure gained. 



Combat in MulUpUyoi , . . . .t 

Mulhnbver combal is v^ry siiribr to ningle playo con^baf A» ine 
Mart of wmbat an imliative roU Is maJe. with the (ughe^t kmliaOvcs 
first. Tl.iwever, to speed thmga -long or aUow t.me for ih^ on 
slower cvnnecdonN, you may wish » adjuM Ibe C onthat Rouivd Speed 
In ih* CJairw S«Ungb menu, 

Multiplayer Tndmdual and fl/oup Mode 

Individo-I and group modes work baeicsily the *^me way « 

player i$ *ev do in k>Io play. Only hos» wP have ihe aWay to gi> 

hi liroiip mo^ while a g-me ii in acssion. However, any player may 

breakoulofgroupmiKicatanyltoelowplorcbythi-cwlve-. 

CharaeWn. will be prevented from sirayinR loo f«r from the rest of the 
pMty, -llbough some nolc ecoutlng i- possible. 

Charartei Death iJiMulUpliyCf , . j, , ... 

Choraefer uitcorM lnusnesR arid death b multiplayer is h.indleo exact* 
Iv the an It li in Mlt\ftb# pi oyer, Tf a dwai ter dien. thWch^Wr 
mjv ber-i«d/reHorr«ted later by the other party inemtvrs. Thi' play- 
er remfllna in the game and is able hi chat with ether players untU 
r-i«cd/re-urrKted or they leave the gamo 
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EXPERIENCE ATfD EQUIPMENT 

When a warnw walkn into a and ftpie> ihc pn*prietor'^i m»ty 

iword. or baule-s. arred axe hai^fting up on the wall ihreM^hons 
spriny 10 uuTKl. Hie fint, is how nuny til« b.' has n> lea M orw 
ccm>« through a baltte wiihout ieajnmg something new. and lislorOns 
W iJw ftiorit-; of a veteran lampsigner ha^ saved biot.' than nt« ariven. 
hirer's liie. The «coiui quesfuMi is wl>cre In- got 
leam not to yel too aliachi-d to ttiuir equipment. Fireballs 
v«u never know whirn that monster you'rv fighting deciiK to 
«t Vi’ur sword, Uferally, Any weapon that last*, tnore tlw a coup e 
yjn Is Hiimethinfi spniaL Out the . 

«uW have happened to make the taven>-ownor give up the thrJU 

the road... to pour aie? 

There are two things youf ch-roclerH are ^ronM'd lo jjain If they 
adventure in Myth Drannor cxp- rlence and Hqulpcrenl. As your char- 
(« lurs learn an.1 grow, the itillnwlng pages -Ivo^d help you wdor 
Aland thdr th'w Abilities, and make deiisionsabouf how tcdml^ 
them W thdr utmost. The detailed weapon- and -rnv» ^ 

you in L-hoo«ing which spoils ct botde hi keep, which you should ^ H 
and whk h you fchouJtl leave where »l lies, 

Skills ^ . 

This set tion dvAcrlbe- each -klL, In. ludlng its common u«s and lyp- 
ca! iTmllfivr.. E«-h skU) i« lUNrd l>y n.,r.c, w,th lb My 
Hicsb. ThU is riK sbility whi«c irodifkrt sppUw" » ihs “kill Tlu. 
CU.-CS whk h t«n (ci«i IM. skill Art li,«dh,|nv.- Ihv na^, follow, -d 
by Advtslled desetirtioa Wlloiwit cUssh. otcu-oulArt r;’'"'’ 
dlH.Tont .p«ds througlMUl lb.' R»»w I bs 4;ill rar k b adJoi to a roL 
ami a,,np£«l osaltwt a difficolty oumbor set by gsr« to Jo«- 
mlrw suc^ U ilw toll plus the tank oxc«J« Ihs d.Klculty nuaibor, 
tlw skill check was successful. 

Concentration CCorO 
CUric.l'aledin.Rangtf.Sorcmr 

A character with this skill is parfcularly good at focusing t^ mmd 
despihr distiwlions. A Concertratton check is made when the charar- 
tsr fries lo cast a speU despite di-tractiims, such as taking damage, 
g«*ttir\g hjt by an unfriendly spell, and so on. 


Dis&lole Device CInl!i 
Rogue Only 

A character with this skiU can disarm a trap. They can examine a fairlv 
Aimploor fairly sinall muclumicjl din/ice and disable it. This skill may 
be useless against more complicated devices. To use this skill tl^e 
Etogue must be Ihe active character. Press $ to bring up ihc character’s 
- ki I Ih, then -I'lt- 1 1hsa ble fh'V li e. 1 4<flH I ii k c »n the . n't w Ifh the 
device in 11. If ihe Rogue is successful the results will sliow immcdi* 
afely, <irul perluip-, in tfie laxe (d ti failed attempt to .li-arm a trap, 
explosively A Rogue may only aiiempi lo use this skill on a trap once; 
Hub-it|uent atti'tn(yb> will he unHu.ve— fnl. 

H«al CWla) 

Barbarinn, Cleric. I Ighfcr, Monk, I'ahuUrt, Hani^cr, Hague. Soremr 
Use this skill ic keep a badly wounded character from dying. If a cliacw 
«>itk>r fi«)N negative hit piiinSHrui l» kwng Kit points another char AChrr 
can make ihm stable with a successful Meal clteck. I he cltaracicr 
n gatn- nt^ liil ptiinK, hut he .ir -he «i.ie- Hh>p losing them. The check is 
a standard action ihal cai*i be selected at any Lime from the Skill menu. 

Hide CD«x) 

ftarhuriun. Cleric, Fighter, Monk. Palojiin. Ranger. Rogue, Sorcfrer 
Cilwra.'t.'r- with huiei'sn -ink hack mKi the -hsdowesnd proceed 
unseen, or approach a monsicr 's lair under cover of hruali without 
tving mrti.vij. Your {horaoter'- Hide check is opptised by the Sptit 
check of anyone who cnlghi see them Ihia skill suffers titc Armor 
1’ivialty detaile.! in Table 4*'^, Aimc>r. 

Halfllng characters have a e4 to thdr Hide chock because of thdr 
nmall Hi/«\ 

Listen <Wis> 

fiarbarmn, Cfmr, tighter. Monk. Palndin, Ranger. Rogue. Sorcerer 
Use this skill to hear approaching enemies or lo deLccl somcoi'ic sneak* 
ing up on you from behind. A Li^Ti « hft k may be harder to -o.'t ewi 
at If the noise the character i*» liS'tening for is v'ery quiel and far awav, 
or if they are Irving lo hear an opponent that is trying to Move 
Silently, lilvciiand Half-t»lve^ mvive automatic bonuses to Iheli Listen 
checks. 


( 
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^v\ove Silently CDe%) 

Barbariait. CUne. Figkler. Monk. PaUdm. Kamxer. Rogue. Sonm 
Move iilwtiy allows chawrlrt? to si^k ap behind an enemv « lo 
simk away wflhoul bcjng noUcod. The Mow SdenUy . heck k opposed 
by Ibe l isten ehctck «»f anyone wl» might 1^ Uv cha»*T. This skill 
suth rs ibe Armor Check Penallv detailed m Table 4-3. Aimw. 

Open Lock CDexD 

Rogue oji/y « 

A Roj^ue wjth Open f«ck can pick poahrks. hmw coenbmabon 
locks., md iolvt‘ puKic Jock)), ^‘hc etioet n*nhm a liole linic To open 
a U k, the Ki igue must he the *Trve cKj whn. Prew. S lo bring qp ihiv 
charortiT'a alulls, then $cic*f Open link. Ufu lick on Uw ob^ that m 
lix ked, If the Regwr in suect«Aful. the d«»f or Hem will op^M> 

Sejirch CInt) 

Ourhorian. Chrif, Vighter. Monk. PoUiftn. Rnngn. Rogue, Somr 
Uiuraclcr* with thi* Nkill can find secret door». simple inps, hidden 
compflrtmenls, and other details not readily a|«pai«nL The Spot nkiil 
1«» you nmiiv jwmething, such as a hiding Ro%m‘. The Scanh skill JcK 
a charix let discern some small detoil or iiWRolartiy ihniu^ actiw 
effort. You SfTnrttSfy must be within ID hvt d Ihc .*^cl or s«it^ tn 
be sejpi bed. Charwten In the party are auinmaticaify ani«v«d h> he 
swit hlng ON they travel, unkon they arc imgaged In luoiboL Dm and 
ilall -elves recelv*- aufomatk' bonus*-, to ihctr Seerch chnks, 

Si areh liooH not (dJow you to find Irapi. unless you ate a Ktigue. 

flpellcrnft fInO 
Cleric, Po/atlln, Ranger. Soereret 

Characierx with SpelJn-aft are iHlepl at kienoJyuig magks in place or 
thai an* cast ai tivm. This tan be effective for leiinung h hal maipcal 
repetdre ymrr enemten have at thrtr disposal lo prepaie il» ptvpa ' 

defens* . '' * ' 


Spot eWis^ 

tiarharian. Cleric, fighter, MonK Patadm, Ranger, Rogue. Sorcerer 
U9e this skill to notwe bandth waiting m an^it&h. to see a K*igoe hut- 
iJig in the shadiiws, or to see Iha pant centipede m (he pile of \rrnh, 
Ihe Spot skill is used pninarilv to delect characlers or neahuw who 
are hiding. TypicaJIv. Spot i- opposed W the Hide *+»eck of the ciee- 
ruie trying not to be seen. Elves and H^-elvi-, leceive aukmuik 
bonubes lo Ibeir Lhecks. 




Feats 

Ihis season dcRcHh*-. «9cb of the Feats lha< a charaetpr in the game 
ran acquire. Some of these feats can only be devdoped by eerlain 
riawes. wliilc othen. are availaUe to all duracicrs I rab. are used 
autumatically when appropriate in the* game. You may or may not 
diieetly obim« th** m»uitv of characters performing loats., but if you 
watch the Dungeon Master udormaKon area, there is usually a men- 
tion made when a feut w perfonned. 

Blind'Flght 

Is a manner almost nugkak this character knew* how to fight in 
mrbv without being able (o sec Ihcir hxw. TVir keenly developed 
senses and underAandmg of how their opponents will eneck a1luw» 
dutn Si Aght pist as otfecuvcly as if iknr m-miev were pamiod ted. 
9es«f U In mckc, every t me this character oUssos becauM' i if < onceal- 
nwnt the attack a refoUed one ume tn ***• if the character ACluallv 
hits. In addiuoa an mvisihle attacker geii no bonus to hit thi* charac- 
ter to melee That is. iheeharacicr docMn’t liMe their positive Dexterity 
bonus to AC, and the atiH ker doesn't gel the usual *2 bonuv 
HiimnNT. the mvwible aitsckcr's bnnu«'h do «hll apply for ranged 
attacks. 

Cleave 

Feeding 00 Ihe moeiontum id MicTess, this character fnl lows th niu gh 
on ihcir p**w**rAj| blows, steppUig over dw l»»dy *>f one oppooeni lo 
attack ihe next. 

BeBef ifc If thw iharacter deals a creature cnougii d atnage to make i l 
drup (lypicaDy by dropping it ui below 0 hit p^ls, kilJing it, i tv.), this 
character gcbi an immediate, extra mdcc atu* k sgamst another cieo- 
tutv m the nnmedialc vicinity. They canmH take a 5-foot step bb-fnn 
making thin extra attadc extra attack 1* with the -ame weapon 
and at Ihe »ne attack bonus as dw melee attnek lhal dropped the pn • 
vious oulure. This ability can be used only once per nnmd. 

Combat Casting 

AspeUcaster with this feat b axil under fire, able lo weave am) d«>dge 
amid the chaos uf combat wilhout losing Ihcir spell or their head. 
Benefit The. character receive:? a *4 bonus tz> Omcenlralioti checks 
made to cast a spell under distracting condttions. 


83 


ftxrs 


Combat Reflexes . 

Always alert to any opportonify. this charach^ 

imd «pt.lodly » opp.-ia«=, who M IheT dffcnMS d.~m- pnssmg 

any advantage they can fiixi 

Benefit: When toes leave theinscives ..fen. this - 

i^umber o( additional Attack-, ol Opforninity eq^ * 

modifier. I^oz example, a charartvr vnlh a 
trake a tixal of three AiUcU of Opportumty in a n^-0*' «* 

Atta< k ol Oj>porfiimlv ar>y character cnbHi'd to, fj« tv.o mom 
attacks bi<att«. of his *2 Dixwity bemos^ U four 
through the chartH'tcr’s threatened anq, he ran make Attacks oi 
Opportunity against three nf the ftmr. 

Exrrii Tumtng _ 

r.Ulng>ip«..hcr.v. 

InvoW their hdy power more often than n.xmal against the iep«* «< 
«vU. 

Benrfil: Thi. H» i* sv-ilabl. » ori, CteP. . I’lW™;. dt'odng 

them tt> turn ondenl four more hm» r**r last tuU n**. 

Ore lit roriltude ^ . 

Ifl 6*y this character is tough b an imdcrslatvment. Ihey 

hnd a w«y LolMtrpgoinfrshruggbgoUpiboniirr^^ 

vafKtf when ihelx competnow sm ©veKOOte and reding. 

Benefit IWe i lursctvr gets - ^.2 bonus h> uil FnnlWck- tavmg Ar.n«. 

Improved Cnilcal 

meberech^ neatly know. bov. tt hit wlwe hh^ 

imwnny ability to s« and eaptolt wcatate*«tntheh IP» 

ins Ihrmsdvo. nproftunlHe. to dfeh out 

Benefit: When attneking, the . haia.tcr s ctHicI "««' ^ 
hied, Fore«mple, a long-wotd o.ually tlue^n. a crlbeal c« a 19 CT 
20 (two itomber.). If the chnraclM i»ing the tatgsvford has^ptoved 
Crltfcal, the threat range becomes 17 Btrou^ 2D (four nun*ert.|. 

Improved ljiiti«liv€ , , 

Ack M at Tvadlng the flow of a battle by being where 

and S«wmg what they r«d to <to this ct««ter ^ , 

^uickly than nc™l in a fight and krxiwx hcTw to gd m the 

the 1 661 blow. 

Benefit: fhis charai-lcf gd. a +4 teno*. on inibaUve checks 


fim 
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Iron Will 

Years o( medilslion. years surviving uncounted danger, or shoi'r 
natural .iubbDmni’W have gitb^d thi. < haracter with a stronger vrill 
than most Thev wiD not easily fall under the power of pemuaRioti ot 
magicaJ nr mundane natiin*. 

BeoefU: This duracwr gets a *2 bonus to all Will saving lhro>vs. 
Li^htnin^ Reflexes 

Almost nodur^ catches a character with this feat unawares. 1 Iwir 
amazing rcOewi give them }u6l Uvit <*itra hp1jr i.ec'Mnd to avoid tho^ 
attacks that flatten their slower companions. 

Beoefll: Ihis choractcf gets a < 2 K>nu.< tn al I Refles Having throws . 

Mobiliry 

This dunctor Is skilled at dodging poHt oppinients nTui avoiding 
Mows. They arv a whirlwind of energy capable of zlppU^g Into aivd oul 
of combat without fear. 

Benefit Thts charMler reorives a *4 dodge bonus lo AC vejsus 
Aftseks of Opponunity. However, any < ond itii mw tlwt makes thi ■; char* 
atScT low thvir fK«sitive TVstertty bonus to AC (if any) also eiakos 
them lose dodge bonuses. 

Point Blenk Shor 

The biBlJe of battle doesn't distract this slolled markHman. Unlike 
4iih(T antlers who may prvfvr tv be removed from the balllo, Ihcy oie 
perfectly coenfortabk picking Ihcir targets and trllmg lli^’m «t 1 1oee 
range 

Benefit: This chocactex gvb a *1 bonus to attock and daina^v ml I h 
with ranged wcapimH at rangi?< of op to 30 feet. 

Power Attack 

Willing to lake dionces to make nun* ttwir «<Twniy goes down and stays 
down, this rKarartvr understands Chat sometimes sheer brute force i« 
worth more than any refined technique. 

Benefit On the character’s aiHitn. hyforv making attack rolla for Che 
round, this choractor may choose to subtract half (I*ower Attack 
Increased) or all (Power Attodc Max) of their mdee attack bonus and 
odd die <umc number to all rwhw damage rolls. This amount may not 
exceed the character’s base attack bonus. 

) 
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Tht' ptTi^lty And burms on damage appliW' undl the charac* 

ter's nexl xtion Once Ihc Jc&irod slalc ol l'*owcr AlLxk ts chosen. 
Select Id^et h*r the efiect to fake pJace. Both optiono can be tound 
under Combat Optioru. 

Precise Shot 

A character with this feat pc4sesses eagle eyes and steady liands, not 
to fncnilon nerved ot Rtw-I, Tticy have hui h faith in their ahii)Het< with 
Iheir chosen missUe weapon that they don’t hesitate to shoot an arrow 
into tl>c heart of battle. 

Benefit IbiA character can ahrajl a misHilr weapon at an oppiment 
engaged in melee without suffering tlte standard >4 penalty. 

Kun 

Whether it was chasing deer through the forest or running from 
guards ilien In the city, m^inchnw this (haru'ti*r han hix'c^rnt'«<<ivptiiin> 
ally fleet of foot, able to leave most other people eating Ihelx dust. 
Benefit: When running, this character nmve flvos tlmcH their normal 
spwil instead of four times. 

Skill Focus 

rViiic NtHcI anil fhimmgh, a character with this feat has become exeejn 
Uonaliy proflcieni in the arts of ilteir profession, perhaps because of an 
inhnm talent, or pure hard work. Thi«. special knai-k shines thrtuigh In 
everything they do. 

Bcjierih Thii^ cfuructer gebi a e2 bomiHon particuler skill chkvkA boHeJ 
on their class as follows: 

* Barbarian - Li aten 
•Ovric - SpeUcraft 

* tighter • Spot 

* Monk - Move Silently 

* Paladin ' Heal 
■Ranger* Hide 

* Rogae - Disable Device 

* Sorcerer * Concentration 
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Spoil Penetration 

Either acute st\>dy of the flow of magu' or junta ndfurul with the 
supernatural has erubled a character with this feat to cast especuUv 
piitentipell", whii h br»vik» through spoil ivsidtam i' mom n>aJily 
than ncrmal. 

Benefit: This character receives a *2 bonus to caster level checks (1420 
*taMter'H level) to bi’ata i'rputun*'M n*i4aniX‘. 

Toughness 

Through natural toughness, earnest physical conditioning or simply 
the rigor« ti( tfir od venturing life, o i hj rmk'r with thih fi>ut Ih toijglu'r, 
able lo wlihstand blows that fell leaser people. 

Benefit: This character gains ^3 hit points. 

Gaining Experience 

Experience points (>T) measure how much your character has learned 
and hnw much he or alu^ haagwwu In purnondl power. Your chdroch'r 
earns >T by defeating monsters and oUw opponents, by successfully 
solving guCfltfl, and by using some Akillo, like Opim Loi:k«. I'hc 
Dungeon Master w J1 tell you when your characters earn experience. 
Wlu'n yourcheructcr's XP total ot IcoM reaches the minimum fm a 
new character level, be or she goes up a level (see Tkble 4*1: 
Experience and LcvcUDcpcndcnt Benefits). 

A character can only advance one level at a time. If, for some excraor* 
dlnary rcasim, a charjLtcr gains enough XI’ to advance two or more 
levels at once, he or she instead advances one level and gains fust 
enough XI ' lo be 1 XI • short iif the next level . Al I characters c a n 
advance up lo 16 th level in any one class, with a combined mulUcloss 
level cop of 32. 





. cwss' Wvcl. It is - hcwirver. y^ 

han nvjrc than mw ila» « v. an ® sWy at the fw 
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SpeDcastBig characters gam the 
abdftv Id ■*-**< more spciis aa 
iSiev advance m lev^. (bi the 
jpprnUiK are ^pcIU per Day* 
uUes for each ^^jelVastingclasa, 
^iMMifij^how manv spelk o( a 
given level a characler (an ca«<h) 
Also, many charaelers gain leals 
or neH' « 5 wial abilities av they 
advance in kveU 



It v<nir K harailer ha*< furf at hieveJ 4lh, Rth, 1 2th ur J Mh level, you wil I 
also be insmcicd lo raise one oHus or her ability scores by 1 poini (li 
w oluiv In g(» aK«ve 1^.) Tor a TmilhcUw character, it is the tiverall 
character level, noi (he clase level ihat couma. 


MuHIcUm Ch«ritct«re 


All (haraieerv start out with a Mm^eclas». Tinwever, whenever a char* 
aaer gains a levei you may choose lo mcrcaae ihc level of ilwir dasa 
«v pick up a new claw at letlrvel. The character gains all the features 
ctf Ihe new daas, as as a Kit Die o( the appropriate type, hor 
ewmple, when Ciamck. your 3rd level t luman Fighter, amassee 
0X100X1', you can choose to have him either become a 4th level Hghtcr, 
or aJJ a c4aw and bm«me a >ftl level Fighter/1 st level Rogue. Tf he 
bccocncs a Kogue, when Carrick has KMKiOXHyou can choose to make 
him a 4th level Fighter, a 2nd level Rogue, or take a different class at 
1 st levd. Ituis, multklasau^ improves a character's vcisotilily, but el 
the enpense of hKU9< 


Drvd oping ar>d mainlaining skills and abilities in more than one claM 
IS eftsnanding (f any two u< your mulbdasa character's classes are 2 or 
more leeek apart your oiullkiaM character suffers a <20% XI ’ pena Ity 
fur eai h <4av« that m mit within 1 level of his most «nperienced class. 
Ihcse penalties apply from the moment the character adds a class or 
raries a <la*A’s levH hHi high. For Instancy, a 4th level &>.irceier/3rU 
level Rogue gels no poialty, bul if that character raises his borccrer 
level bi Sdi, then he iwv^v'a the -2f1bi penalty fnim that point on unhl 
his leve ls are nearly* even agam. 


' A race's faxored das (see Table 1-1: Racial Ability Adjoshnents on 
page 21 } does not count againu the character for purpose'^ of llie -20% 
XP penaltv Alfio. whm determining whether a mulhclass character's 
classes are even, do not count the character's favored class. 




A dwarvcn 7lh level hightcr/2nti kvd (dleric su/rersno pcfuKv, nor 
does he when he adds lst*level Rogue to his classe^k s-ince his Clerk' 
divd Krt^LJC cle«^ere only 1 level ^pert Note ihjt in this Geric 
counts as hi» highest class, not Fighter, becaui*e Fighter i-< favoreil hir 
IJworvo^, A Hums n't or Half-elf's higlvjsi-lcv'dod ck\as is always con- 
sidered his or her favored class, 

Weaponry 

Yotir party's effectiveneeB in ciimbat im ilependent on the quality of 
ihcl r weapons and ihcir skill In using them The types of wea pons a 
character can use are baHed on class, anil can he found in the i'Uhh 
disieriptions siorimg nn page 2i in Chapter 1: 9uUHlng a Forty. 

VNVapons are grcnipetl Into several categorieH. These categories pertain 
to what proficiency Is needed to use them effectively (Simple or 
Martial), usefulnsHH in cloHe < otnhat (Melee) i»r at a distance {RangeJ), 
and weapon slxe {Small, Medium size, and Large). 

Simple and Martial Wsapuns 

All classes are profielenl with all simple weapons. Darbarlaiu, 
rightefM, Pa I a diriH and Rangers are proHcicnt with wll HiriipU; and all 
morilal weapoiu. 

MeJee and Ranged Weapons 

Melee weapons are used for making attacks on uppiments within 5 to 
10 feel, while ranged woapiinn am pro(cciik weapojia that arc not par* 
ticularly effective in melee range. A characters Strength bonus in 
applied to damage doah by mclcc weapons but not by ranged weapons. 

Small, Medluni'dze, and Ijrge Weaputiv 

The size of a weapon compared to ihc eharactcr's size determines 
whether the weapetn is light, one-handed, two-han<W, or tt>o large to 
use. All characters In Pool of Radiance: Kuins of Myth Drannor are 
nmljum-v/(>, with the evc^ption trf HaiflingN, who are stnull. 

Light: If the weapon's size category is smaller than the character's, 
(such d« j human using a small weapon), then the weapon ts light, 

One-Handed. If the weapon's size category is the same as the charac- 
ter’s (such as a human using a longsword), then the weapon is one- 
tuindod 
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TwivHanded: It the weapon’s si/.^ c'aWgory is imesti'p larger than the 
character’s (such as a human using a grealaxe), then the weapon is 
rwo-hand»'if. Tw«*-handwJ incke w«'ajMins<an h**usfd H^icfivelv in 
two hands, with a one-and-a-holf rimes Strength bonus to damage 
(providtal the c hanu'tt'r hah a h«»nusj, 

Too Large lo Use: U the weapon's size category Is two or more steps 
lar^'r than dii ' ihanictiT'K (pm^cIi a^ a > la Id mg fry i ng ti> usi< ,i gniath word), 
It is too luge for the character to use. 

Weapon Qualities 

It Is a good idea for you to equip most chuacters Kith a ranged and a 
inrli'C woafHio tlut suittiu'ir individual THS‘d*>. flii* sl/v trf u wivafion 
determines how it con b« wielded, and how much damage the cluroc* 
ti'r deals with it A two*lisndi'd wi>af)on dt ulw rm>^> duinagi'ttian a 
one^tanded w eopoiv biihr prevsnB (he clwacter feesn using a ihlekL eo 
Ihat'u 0 trodcHiff. IftIu'Charaili'r Ih Hinall, dtiy an' limitid toMiwIler 
weapons, 

Depi>ndingon tlH>choraner'B cluiK, tlury may bi'aiilvto uhc* num< or 
fewer weapons. Weapon ptoBclendes con be found in the class 
Jr^t'ript)nii«i Htorting on pugc 24 of Chsptirrl: Rullding YmirfiTty 
There Is URle use in choosing a weapon for a character (hat (hey ore 
not proficiniit with. Wlu'ii ifioijHing wi'apc^riKfor your party, ki<«*p in 
mind the following factors (given os column headings on table 4-2: 
Weaponal: 

Cost 

Th*» price in gold for this weapon, A better weapon is usually more 
expensive ih/mAn Inferior one. 

r>amap> 

The Patnagi' i'<jlumn Indicates the <lamage the character deab with a 
weapon when (hey score a hlL 

Critical 

The entry in thi^ column notes how rhe weap<m Ik u>wd with the ruleii 
for Cridcal Hits. VVhen a Crirtcol Hit is scored, the damage with all 
modifiers is rolled two, three, or four tinic<i, sk indioabd by lb. cribcal 
mulnplier, and added together 

fdufe that bonus damage represenled as extra dux, such as from a Sneak 
Attack art* not mulriplkd when the charactrr Kanvri a Critical Hit. 



a- -nie weapon deals double danafb on » C''l‘ .»"• 

,3: The weapon deals Iriple damage on a CnUea' , 

i*. The weapon deals quadruple damage on s Unheal Hii. 

The weaoon scores a ihreai 00 a naLural i 9, 19 • 0 ^ 

of ju« o. a *0) and deals doable damage on a 
Cillical Hir. (The weapon has a , 

19-20/X2: The weapon scores a threai (a possible ^'ll«l Hit on a 

natural re or ao llnsteaO of |ust on a JO) and deals 
double damage on a Crlllcal Hit. (The weapon has a 
threat ran^e of 19-20,) 

«cl>er finng «t a farRct 2(W fart eway fluffera « 

lbccati« 2IX) fe^ Is at lc«t thw rcmg.i 

kndtWH .w cllspUivcd the TarRef cuibK.r %hon a 

niLemols Ki fire at » «'ii«nv >vbn« Jisuiuc exu eds tliat weapon s 

rariRb itH-retr' dl. r«i|ect.le weeporw can shoed up to ten mcceincn . 

Mln^, shortbow^ and lori(l»w" a» ptoler ille weapons. 

Weight 

This giv« fhc weapon’' wel^tht In pound*. 

VVeTpon. eie dasUHed ac ordinp to typer: blu.l8Mt»nR, piercing, an, I 

igrwiv the deifnagt de-H by this weapon. 

Special 

Some w»>Apon6 have spKuJ hafuns, such roach 
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Table 4-2: Weapons 
Simple VlAra pone— Melee 

(S) ■ S«Aki (W ■ PAceiUH'Sia (L) • Uiusc 


r^er 

ri«i,<«r;B 

CAinCAL 

RmMCS 

WekpHT Ttre 1 

(S) DaUjUII 

2 nr 

li>4 

1«U21^ 


lu. 

Pinu'Nr 

C$) lUuun. 

lc.r 

IM 

x2 

- 

2il. 

BU'M.LUNir^ta 

UUll 







(SIMacDu riA^ft 

%cr 

lt)6 

V2 

- 

8cB< 

KiiiDf^rnNiNC 

(M) Cm» 

1 rj> 

IP* 

m2 

_ 

3ii». 

BLurxemNtw*. 

(PA) MAcr. m«VY 

12cp 

U)9 

\7 

- 

13 U. 

HlLiPRIONIM. 

(L) QuAtriiJUitArp 

1 Cf 

lu* 

Ml 

• 

Ill, 

PLiirtnrrMiwf! 

(U 6rtCMTtf>*« 


loa 


- 

911, 

iTiinNc 

Simple Woe Done '•Kanced 





WAAI«OW 

(S)9uN(. 

1 at 

UAMACtS. 

1 d 4 


RANUh 

Wvr. 

Atrii 

lu. AtiTiftwnfiNft 

Mtrtiai Weapon* -Melee 





Wi^Anrui 

T/wr 

r>«WAnn 


R*NC» 

WnertT Tvsb 

(8) ll*Nh,kt« 

6(;i' 

lu« 

irt 


9kA. 

HTA«HtNR 

(8) PUvmO, 8HUK 

10 U' 

ir« 

l9-2Vd 

- 

Ita, 

PUIBUM. 

(W 6AJiUwC<fc 

iaa« 

ina 

•3 

- 

rie. 

SiASPprvc. 

(M) I c^Nn«Mnen 

19 O' 

kie 

IV-»V4 

- 

4 La, 

HrA«mN<i 

(H) Sdmitm 

19 or 

m 

18>»^ 

- 

4 tl. 

Slaihim. 

(H) WABIMWfTR 

12 Cf * 

Id* 

Mi 

- 

4iJ. 

fli I'TWimiwi 

(gCiam 

lfu> 

lolo 

%i 

- 

3 Pti. 

BlLIKIWaJNL. 
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(L)(eBfATAU 

»t,t 

lnl2 

*3 

- 

3 PP tj. 

Slabwnc. 

QJCUAiSWODn 

Wcp 

2u6 

19*2V<1 

- 

15 U. 
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(U KAtaniD 

10 Lp 

IPID 


_ 

15 la. 
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- 
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Armor 

Thr* armor your cho rat rpr. can make a big difference in whether 
Iht^ hurvivt* a battle, or end up being carried <>n their shields. 
Effective protccuon isn't simply a matter of finding Ihe ihickcsi, 
stn*ngt»vt arrmir vour character can carry, You must dl-(i inke info 
account whether tlu* K'ni'flts fW wearing heavier armor ouiweifilt tiu* 
(M'nalhes. 

Table Armor Lst> the basic lype« of armor rvuiiily avKilable in this 
part of the horgolten Keulrns, fer ymirctimpartson. An explanation of 
iifU'h (if the ctilujnng follows: 

Cost 

The cost of the armor In golti pieces. 

Armor Rtmus & Starkljig 

TIh> pn»terrive value of the Armor. Norinel and rougiinl bonuses from 
wicr and a shield stai k. All items in the game thai exhibit mogieal 
bonuseM hi AC are considered 'eiihancemcot iMimj-tw", with the excep* 
Hon of shields end items that provide rrotecHon bonuses, 'ihese iwo 
exii'ptinns pmvide ’deflection" bonuses ihat will Htac k with 'enhance* 
menl" bomiscs, but not witli irther MeflecHon" bonuses. Donuses of the 
aaim' tyfw never stack. For example, li adiaracb r Iwh (‘hainmaU +3 
(AC vrine *8). e bmoll Shield *2 (AC value *^). and a Ring of 
l’n^tuctk>n*1 (AC value *1). Ihc lOUll added to that i harHi ter’H AC 
would be ^11 from the Ciluimnail *3 i^nd the 8<inall Shield +2i In this 
case the King of ru'tectlon *1 would not stock wItJt tin* Small Shield 
*2 Hince they are both of Ihc «dnu>typ' of Hunus. 

Max L>ex 

This number w the maximum Dexterity bonus to AC that thi*, tvpe vf 
artnuf allows. Heavier armors limit mobility, reducing the wearer's 
ability to dixJge blovvg. Fur example, choinmail periniR j niutimum 
Dexterity bonus of *2. A character with a Pextenty score of 18 normal- 
ly gains a *4 bonus tu his AC. but if he's wearing chainmal I, his bonus 
effectively drops to *2. His final Armor na*m would be 17 
(1{H5+2*17), assuming he hat no other modifiera. (The +5 is the chain* 
mail and the *2 is his maximum Dextentv bonun.) 

Fven if your character’s Dexterity bonu^ dn»pb to 0 (zero). Ihe chaise* 
fer has not lost thwr Dexterity bonus. 

Note.' ShiddA do not affect the maximum Dexterity bonus. 



Arrmir Check Penalty 


Anything heavier than leather hiirtx the weanT’s ability to uf*e wme 
of iheir skills. This is more imporlani for some classes ihaix for others. 
The Barbarian, in partw'ular, face^ a trade-off between heavier tirmo? 
and better skill checks, 

Thv armor tbei k pend Ity n u mber i th»' p»*na Ity ap pi led to c erta i n *ikil I 
chKks, U a character Is wearing any amor heavier than leather, he 
can’t HIdvur Movi' Silently well ai> Ih* wtiuld if hr weren’t wearing 
such heavy armor. 

]f a I'harcu'ler m wearing armor and uuing a xlnuld, Ixitli penaltirw 
apply, 

Arcane Spell Tallurc 

Armor inti'rh‘n« with lhi> ge^tun'* mx’di'il to la^^tan An am* >pell. 
Since Soccerers face Arcane spell failure ehancee if they’re wearing 
armor, thi‘y uxually try to avoid wearing hucIi n*vtn< 1 iveei|uipment. 11 
they do CASt a spell while wearing armor, Ihey must make an Arcane 
S|X>II failun' n>ll. The numhur in the column ^s the clianu' that the Hpell 
falls and Is ruined, If Ihe Sorcerer 1$ wearing armor and a shield. Ihe 
two nunitx‘rH an> addl'd togieher tu gii a nin^le Arcane Hp'11 faitore 
chance, 

Speed 

Medium and heavy armor slows a character down. Humans. Elves, 
HdlfH'lvo", and Huifeon* have an omMUUMibereJ h|h*«x 1 of ,V1 feet. 
They use the first column in Ihe table below. Dwarves and Halflings 
have an uni'niumbund spivd of 20 fivt. They um* thv •tvtxmd I'oinmn, 
Shields do not affect a chuacter’s speed. 

Weight 

The weight of the armor m pounds. 
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CHAPTER 5: 

LORE or THE REALMS 

&»rFH> j;ay that ewTyth\ftg that has ewr been known, and all that ever 
will be, ib written in scow Kfik. somewbeiv The fooOiaEdy ihc 
library, prefering to Iftim Iron e*periniai, white the wise turn to 
books, peurinR over ancient lom« tot shredv of torgoltei kninvlcdge. 
Thi' mafti are most kni>wn (or liwir w hoUHy puraoib, hunting down 
lost spelln ti* add to their anano wperloire. J h>wevcr, their anntnwj 
cxirrpaniona wocUl do wcU to mimw their aludies. Ununmlcd wooW- 
be heroes have fallen prey tn Jonge« desertte^ in the pages 
common maiuiKTipb>. 

I he following three seetioo* give you delaiW mfomuuion abi«t the 
sprIK your eastern c an use, the your party will enceuMeb 

and a brM Uv>k at the first Jongeen in the ipmr. 

Spell Library 

I \ )OL OF RADI ANC b: " RUINS Ol* MY IH DRANW W supports rtw 
Dfcn*' ^ edlttOTi spfll system as chwHy os possible. Soaerers have 
spells thxt an' komed through inborn talent. Sorveren oi the '•amc 
level mav have spoUs. depending on the made during 

spell selec tion at the beginning rrf coch Jevet. Oivia, Rangers and 
Talodinshave deitifH that iheypny h> hv spclk and the number erf 
spells they kmnv is set by rUn and level. Fa»h time a caster chnu*« to 
cast a spell you nuist select a spell from the spell menu (pens A ot D 
to bring up this menu si approprUle). The number erf sf^K available 
At each lev«' I is listed . Ortfe all of a character's Hpc<ll« for a level have 
beer cast, he or she must rest to regain the ability to cast more at that 
level. A character's spell seUs^m may also be limited by dreum* 
►rtance; some spells can nnly be cast in lombaL lorexampte 

Some spell- Have durallur» that last white a i*haracw b wilhm com* 
hat, or even after it has ended. Thi^ duratkms are feprvscnled by •st* 
diflervnt pemisienl spdl eWeete lhal float above a character'^ head. 
Playon can look at the different typos of spd! effects to gauge whether 
a spell i« having a benefkial or negative r»ulL whether they are 
charmed, held, or eitereed. The following are the *ix pcrsislent vpell 
efhets and a sample of the rvpes of dwl fall under their categeev. 
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' Oi dw htlltiwing pages, the spells availaHe to each at coch levu‘l an* 
^ lisled. along with complete spcU dcscriptkins I i<4ed in dlphabetical order 


Class SpelJ Lists 

Ranker SpeLls 
LrvcM 

Cun* light n^Hinds 
I'nfaingk' 

Level 2 

PelayPeiaon 

Sleep 

level 2 

Curv S»euio> Wounds 
I ImIJ fHiwon 

Level 4 

freedom of Movement 
Neuualitt l*nbrm 

PAlndln Sp«lto 
Level 0 
Resbunce 

Level 1 
Btev. 

< tun* I jghi t^Hjnds 
IVohi'titei tnan Svll 

Leed2 

Cure Moderate Wounds 
Deby Poison 
Renuive Paralysia 

Level? 

CuK Serious Wounds 
; Dispd MagK 
Hold Poisim 
Praver 

I Remove Blindness 


level 4 

rreedom of Movemenl 
Keutralize Poison 

Sorcorer Spella 
I evel 0 (Cantrips) 
Da/e 

Detect Magic 
Disrupt undead 
Light 
Resistance 

Level 1 

Burning ItandH 
(Ihanti l\*nton 
<!Hill Toui'h 
Magi* Amuir 
MagK* Mi>iHile 
IViihrHiin teiim Evil 
TVohvrtcm fnim Good 
Shtelil 

Shivkifig Grasp 
Steep 

Level 2 
Dlindnesa 
Dull's Strength 
Cat's Grace 
Darkness 
Ghoul Touch 
(nvbibiNty 
Melt's And Arrow 
Sec Invisibility 
Web 


t 



Level 3 
Blirik 

Dispel Magic 
Displace rrcnl 
Hfeb4ll 
Halt Undead 
Haste 

Hold I'cr9<*n 
IftvlsiblUty Sphere 
l.ifthmlng Bolt 
Slow 

Stinking O'Hid 
VatnpiricTouch 

Level 4 

Charm Monster 

ConfudU^n 

Fear 

Fire bhleld 

lit»prov«J Invisibility 
Minor Globe InvulrwrobOlty 

Level 3 

Cloud kill 
Cone o( 0'\d 
Doonnate l’Cf»i>n 
(•cebleminJ 
Hold Mooritcr 

Level 6 

Chain LighBufiR 
Qfcic erf I3eath 

Dihinlegrate 

Globe ot Invulnerability 

Mass Suggestion 

Bepulsion 

True Seeing 

Level? 

Contrul Undvad 
Finger erf Pvath 


Level B 

Tncendiaiy Ckwd 

Cleric Spells 
l,evel 0 (Oriaoes) 

Cure Minn Wewnds 
rVrfectMa^ 

L)gW 

Rva&tancc 

Levcll 

HOJW (rewr«c of W«^) 

Bless 

c:au»*’ Feer 

(revivse of Remove 1-«M) 
CornmaiHl 
Cw Laght VAwods 
iftflki Light Wnind* 
(rewme of Cum Light) 
rmniiop frocn bvil 

IVotvitionfroip(«ood 

Keow»vcFMr 

StUekl erf Faith 

Level 2 
Aid 

Butl^ Strength 

Cure M*>d«ratc WiKindn 

Darknew (reNtw o< UgW) 

OeUyFoison 

find Traps 

Hold Ferwn 

Inflrt Moderate Wreunds 
(inverse erf Cmv Modente) 
Etemove fanlysis 
Sileive 

Spmrual Weapon 


I 


\ 


i 


{ 
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LweJ 3 
Bestow Curse 
(reverse of Remove Curae) 

BUndneaB 

(revcMof Remove Blindnev) 

Cure Serious MtHjrvlt 
IXspd Magk 
HotdIVHSon 
InOiet fietiou«> UbuTMls 
(ivvfvw uf CuivSiviuiM} 

Pniv*^ 

Rmwv Blmtlnevs 
R<*nuveCurw 
Sm mg Light 

Lev«l4 

Cure CriUcal Wounds 
L>tvme Kower 
freedom of Movement 
InAkt Critkol Wounds 
(nrvcTH* i(f turn Oitk’al) 

Ni*utrali/e FniMin 
IViison (narmie <rf ^fctitrali/e 
PcQSon) 

Restoration 

Spell IDeecHptione 
The foUo%ving spell deficriptiona an* lintvd in alphahetical order. Each 
dm'Ttptiun fulk^ the same basic format CKplalned below. 

Spell Format 

The MhuA Jivusan the spell deschpbon formal and some of Ihc 
Oner poinis of how spells work. 

Nome T>m bt the name by whkh the is generally known. 

Level: Ihis m the relative powirr levd of the spell, r angmg frezn level 0 
(CsitripB and Orisorw) throu^ levri 1 and up to level 8. A spell's Icvd 
aQects the diAculty tut any save allowed agau^ the vpell {hw "Spvll 
Rtswtance* on page lOlL this entry includes an abbreviaticm for each 
class that iian cast this spelf C3r (QericL Pal (Paladin). Rgr (Ranger) 
and S(K (EiorTBVT). 


Levels 
FUmStnke 
Dead 
Say Dving 
(reverse of Raise Dead) 
^>ell Resistance 
Tme Seeing 

Level 6 

Harm (rev»'rw irf Hv*l) 
Hi^j 

level? 

Destruction 

Reeurrecuon 

Lewis 

r*«Tv S»t>rm 





Snu DcscKmons 
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Range: The ina^imufn di»>uocc from you at which voucoa lasgel 
tbH spfll 

Duration. This is fK»w lortg ihc mngval energy at the &pcll lasts. 

Tarj^et or TirgelV^er^Area: This tiHry lists Ihe number erf t n'^tuses, 
volume, vs eight arvd so otv that the spell ran afhxi 'I'he enUy can start 
wi»fi oito 01 three kiiwb of header. "Urftct' {or Targets'), Tffrtt," or 
■Area". If the Mrgrt of a spell is yoursdl iTarget Yini*), you do not 
mvivi* a <^VkAg throw and sp^il n*Msiiince does not apply. TV saving 
throw and spell n^xtaiKC headers are omitted tmni auch spdls. 

Saving Throw This entry tells you whether a spell allows a saving 
throw, what type irf Having ihrw It is. and the irfhti rrf a successful 
Having throw. 

ypeU Resiatanre ThiA citiiy tells you whether spell resistartce (SK). a 
HpiH ial defensive ability, re<rfHtN thw «pcH 

Descriptive T*tt f tii« portion of the spell vlesi n^rfinn deulls whal ihe 
Hp'll Joc« and how It wt>rk». 


Aid 

iresi: Or 2 
MAneti Ihuch 
Oohatioii: 1 mlnute/level 
Arfes n One livmg crv'dlurt? 
SaetMo Th»ow: None 
Secu rfrstsrairce; N~o 
Aid gives 8 rl morale bonus hi 
attack rolls and Will aaving 
thnma, plus Idd lemporarv hit 
point?. Temporary hit points are 
lost first when the rwpw-nt suf- 
fers damage; lost te m porary hit 
points can't be regained. 


Rune 

Liytt. (*lr 2 
flAMSt. SU* 

OoiuriQn 1 ounute/liwel 
Area* AU enemies within Hi 
5aeriM Thhow: Will negaUs 
Sku MiSiStAlKt Yes 
Bane fills ihe casts’s enemies 
with feflr and doubt Ihcysuff^ 
a morale perully erf -1 un their 
attack mlh and a morale perulty 
of *2 on Will saving thnm<L Bane 
cuuntvrs the Uesa spell. 


1 : 

Bestow Curse 
tmtGrT 
Auese* Ihuch 
OtAttrMMT PennafKifH 
nisssr One crearure 
Saenes fMoir Will ne^tev 
Sptu ffssrsraiKe Yca 
IhecKtcrpkM.wacuna* <m the 
I nwhm' tvoched causing a -4 
penalty on all atuci nrfb., Mving 
ihniws, ability checks, and skill 
checks for the duratHm <rf Iht* 
«^ll. A wcceesful remove cunc 
spell can break a vun«v 

Bless 

icvti: Or 1 , Pal I 
rfawsf : V* radius 
Pscanos 1 minuh'/k'vH 
A/rtA Alialilcs wUhmSU' 

Savnrs U»cm N'cne 
Saeu rfcsrsraacr tdu 
Bki» filU the <«H(erN allies with 
courage. They gain a mordh* 
bonus of 1 1 (HI thMr attack rolls 
and a morale bonus of r| on Will 
saving thmwH. M(>« counters (he 
Aane spell 

Blimdmrfss 

imi C’lr3,Sor2 

«4*«r Stediiun (lOtr < ur / W| 

ihnranos* FVimaneni 

fAiescr One hvingiivahiie 

5av>»s Thrfoir Forutude 

5ku ffesi5rajea* 


fSlJ 

The subfect become* compk-trly 
Hind. In addition to the obvious 
effects, a blind character suft'ers a 
50% mi'«s I hante in ci>mbat [aa all 
i^iponenu have full concual- 
mivrt), kiHrt* anv powtive Dextent^' 
bonus to AC and gran« a *i2 
bcwiu. ki aRacken)' attack rolls (as 
they are clfccuvely invlsibk*), 
nuivi'H dt half rate, and suffers a *4 
penalty on most blrongd) and 
Dcxk'nty ba-ed skills. 

BUnk 
UWi'!»Of 3 
RAM6t PersenaJ 
DuHAnon. 1 Mur^d/level 
Taessr IV<4Hh^ 

Jh« v^Kdii^ii/H^thf'cvwter to 
'bUnk" bEtfk and fonh bctvvcon the 
IVimi* Mukvial (iml rthvreal plnnes. 

BImkmg exfifers the following 
abilities 10 the playi r; l'fiysk«1 
aRa< k? suffer a 50% mlK chance, 
ihe caster suffers imly half dam- 
a$v hvm area^ffeci attacks, and 
strikes as an inviaihlc (Tf.ihire (*2 
»ttH k, denying her target any 
positive Dexterity IxmuH hi AC). 

Bull’rf Strength 
Uvti Qr2,Sor2 
Rams luiich 
DOAAVOU 1 hour/lcvel 
Ruscr One cieatuie 
Savia6 Thaow Nonv 
5ku ResiSTAHCt No 



The Brtectpd CTViJtujv betornes 
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stronger. The spell in-ci^ase* Ihe 
recipenrs Srrvnfilh by ld4»l 
puiitls, adding Ibo usual b*^efih« 
to rTM‘l« attack foU", owloo dam- 
age roils. Stnngfh-relaicd nkUl 
I'heckft, eti . 

Note, Multiple ^ ijwieawjs 
wan ability acore do nc*! stack. 

Burning Hands 
livgi: Sot 1 
ftAueti 10' 

OUKMriOH. lnst&nbiricou« 

/tfea: A Ircle with a 10' 
wdlus, emanating Irotn the cash*r 
5ae<N9 THKOVt Keflex halves 
Snli Risistmhci VC 0 
A thin sl«ct «rt' searing flair** 
sliootH Irom the casftT'j out- 
spn*oci fingertips Any creature in 
the an a of the flQcnes sufhTi 1*14 
lire damage i*cr caatet level, w • 
ma;«iTnciP ol 5*14. 

Cut' » Or40« 

Ltvik- Sot 2 

ffAwee Touch 

Duunon I hour/levcl 
raMft^lnevroahjrc 

Saviffs THttow None 
Seen fies'sraffca No 

The altered creature becomes 
mure graceful, agile, and coordi- 
nated. The spell mcrcasea the 
redpienl'9 Dcxtenly by ld4*l 
point*, aildii^ the usual benefits 
to AC, Keflex saves, Dcxterity- 
based skills, etc. 


Cauee Fear 
ifVEi: CIr 1 

FAHOf Close (25' *572 levels) 

DotlAnOH. Id4 rounds 
rawer One living creature 
Saeina rxwwi Will negates 
Speu ResiSTAHce Yes 
Tlw? affected aeature boccjmes 
afrcJid. It suffers a -2 penalty on 
otiack roUHf weapon damage 

rcllH, and saving thrown. It Hoes 
from you 9s wel I aa it can. if 
unaHe ti> flev, Uw i rcature msy 
hfiht, 

Chaiin Lightning 

irvei: Sor b 

(UMH.ons(4CI0--,4C7i«vul) 
OoMATioH, Insuntani'oua 
rajicer. One primary target plus 
one i«oftdary target/ level with, 
in 50' of the primary target 
jaww rNJtow; Reflex halves 
fMU HtSHTAHCt: Y«H 

Thin apell creates an elei trical 
discharge that KglP" as a single 
sewke commencing from the cast- 
er's fingertips Unlike lightning 
bolt, chain lightning sbike? one 
object or cr**aturc initially, then 
an s to other targets. The b*4l Ini- 
tially infUcta Idft electricity dam- 
age per cflsh'f level (maximum 
»dfi). After the boU strikes, light- 
ning can arc to a« many second- 
ary laigBls a- the caster has lev- 
els; llic secondary bolts each 
stnke one target and mflict half 
as many dice ol damage as the 
primary (rounded down). 


CK^rm Monster 
LlVtl: Sot 4 

IfAMf n4W(»'*S'/ level) 
DoAAfioi \ day/ level 
Tae^f r One living cteahue 
Saviffc Thaow. Will negates 
Saiu RiatSTAHce. Yes 
'I'hia charm makwi a ca'ature 
regard the caster as his trusted 
friend and ally. However, if the 
creature is cvnently being threat- 
ened or attacked hy ihucash r or 
the caster's allies, it receives a *5 
Ixjnus on his saving tlirow. A 
ehaimed monster will fight at the 
rash'r'K ><idc aw if Iv wc^‘ an ally 
under the party's control Any act 
by thn cash'r or thr cMSh'r's Bpf'ar- 
ent nlUes that threatens (he 
dunned iniMwh'r hnvksthi'Hpfll. 

Charm Pareon 
Uvii: 5cr I 

i?«wr. Close (23 *5 /2 levels) 

OUAATIOH 1 hour/ l**vel 
rawrr One person 
SAtTwe Thffour ^'11! negates (see 
text) 

5wii RiStSTAMce. Y» 

'('his charm makes a humanoid of 
Mv*Hum-Ri/»or ^ma1le^ regard 
die cos ler as his Lrusled friend 
and atly. If the en'sture ih <unvnl- 
ly being threatened or attiKked 
by the easier or (heca&tcr's allies, 
however, be receives a *5 bonus 
on his saving throw. A charmed 
perwn will fight at the caster's 
side as if he were an ally under 
the party's control. 


Any <Kt by the caster or the cast- 
er's apparent allies that threatens 
the channed person breaks the 
speU. 

Chill Touch 
Uexi.Sorl 
AaMfiS. TiMuh 
DuiurtoM: tnstamanenus 
nwer One creature 
touifii'd/ li'vel 

Sa¥ia4 Thmow. horthude partially 
negates (see text) 

5eftt RtsisrAHCt: Ye<< 

A t* Mj i h from the ( 'Mster' h hand , 
which glows with blue energy, 
iiiHrijptH the life fnnv of living 
cceAiures. Each successful melcc 
tou<'>i attB< k d win l*lfi damage 
and I point of lempcrory 
Strength Jamage. (A rortitude 
savll^g ihrow negates the 
Strength damage,) The caster eon 
use lids touch ai lack up to ! ume 
per level, 

Circle of DeAih 
lem sor t 

Ran^i: Medium (100' +10'/ level) 
DuAAVOfi Inebmlanetras 
AA£a S*‘vora I living cnulun's 
within a 5(f radius burst 
SA¥me Throw- ritrtirude negaten 
Spell KpHifclJiKt’: Ye" 

Circle of L^alh Hnuff> out the life 
forces of living creatures, killing 
them insianliy. The apell aiays1d4 
I hi Dice worth of living creatures 
per caster level (maximum 20d4). 


;'ht' weakest 

aeahina in ihe *irea Jfe aflecb-d 

riTbt Crwtur.-* with arIcab-lV Hit 

Dice Of leviiU are not alh>CLe»i 
nor does a circle of ierilh b|>eU 
atfcct i t^atureb tltal -fe nol alive. 

CJoudkiU 
Ltvn Sot 5 

Range. Media® (100* nOVlevel) 
Ouft*TiOM. 1 mmuteyi^vl 
rflect; S^T\\yd» W wide by SV 
Wgfi 

&ivfM6 TWMie; text 
5ef u f?f : Yrt 

This -pell fiCTieMte- a bank iif 

with ghu«ly yelliwl»ii 
vapofK ibai «e poi-oruni» They 
kill «iv living CT»’Blan! with 3 or 
fewer rtf UWe or l»'vek {w "ove) 
and ca««e crcahjrcj wUh 4 w 6 
Mil Dice or levi li b»fn*ke 
f j>fUiUilc saving throw** or die 

UvlTiRcn'Qlun** itbove ft Hit 
rs«, and 4 to 6 HU Pio cri‘4njrcs 
that nwke iheir ssviitg h\row*. 
Huffer Idin points of poi?«in dflin- 
age each lound wb lie in the tlwjcJ. 
HoldioR one's breath doe-n'chc*lp. 

Command 
Uen: Crl 

lUHCt Close (25' *r 572 

OOHATIOH 1 roultd 
Xsffficr One living creature 
5 am*€ Thjtow: Will rwgate* 
SKti RistsrAnce. Y*4 
I The Cleric the flub)Oct a 

line-word cominand, which lb«‘ 

I cny ture obe>' ^ to the bvst of U* 


ability To work, tfu comniand 
must be audible, intelligible, 
uneguivoc.il, and neitlier voindal 
nordiwitly harmful Casterv 

u-ing this -pell caus*' their opi'^’* 
nerS to hold ftlU) for one Mund 
(vroaturee -o afh'Cted aw evansid* 
ered prone ft*r purposes of 
stuck). 

Cone of Cold 
uvn. Sor 5 

ftiMf Close {25'*SV2kvcl$) 
QVMAT/o/f : Inslpnttineotis 
Am£A. Lore 

Sawi/^ Thmow: Reflex halve- 
Ye- 

Ome of «lii erwtos an ftn a df 
*-xirente ctild, ortgiiuMiitg at tite 
caster' - hand and exh'nding out- 
waul m * com* U drain* hwt, 
causing Idft coUl dsmoge per 
I aster level (itiaximum l5dft) 

Confusion 
Uwt* Sor 4 

RAMt: McdluitUKK)' *10 /'cvel) 

OVATIOM. 1 round /level 

TAacer Ml i reatures within a 15' 
radius 

SAvme Throw. WiU negate* 

Srttt RestsrAHCt Yes 
C reanireb artei ted by this spell 
win do nothing for the duration 
rtf the spell. However, alUckcr. 
aiv not at anv special advantage 
when attacking them, Any coiv 
fused creature that is attacked 
automatically attack- Us alU^ ken 
on Us next tum. 


t>v 
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Cortlrol Undead 
if rti; Sor 7 

RAH61. aoae (25'r5 /2 levels) 
DuMATiOM. 1 minute/ level 
7AR61T Up to 2 I II) worth iff 
xmdead creatures/level no two c4 
witidt can lx* Minn' Ifian TO upurt 
Savins Throw will negate* 

5^f ££ RtsurANct Yes 
This spell enables the easier lo 
command undcdd « nwtun*- for n 
-hurt period of ttme. The easier 
command* tlu’cn'alun*- roHtt«ick 
other creatures ItoslUe lo him or 
Iter ii> tlweri'a Ihon* i- no fele> 
pathic <c>inmunlcAUoix bul Ihc 
Croat u ^'s undor-tH mi fheva-ter 
cieppite her language. Even 1/ 
commuriiCDtion i- tnifx>««ible, fhe 
crtntTcilled tindead do not attack 
the KpcIlcaBti'r Attfm nnii of the 
-pell, the controlled undcad 
revert tlioir nnntiNl hehavicir, 
Intelligent undead might remcm* 
ber that thiu^HhTvmitnilleil them. 

Cure Critical Wounds 
Uwi: Clr4 

Ah « lire light wounds, except 
cure crilicai wound «uu^>H 4iiK 
Iioinl* damage *l point per cast* 
et level (up lo r-af). 

Cura Li^ht Wounds 
tfVJt;Clrl,I'al 1. Kgr 1 
RANGt Touch 
OURATIOH. IrutantanKHis 
TAaGsr One creature 
Saknao Throw N<mt' (-ee text) 
$R£ll RfSISTANCl' Mo 


When laying his han<j upon a Lv- 
ing creature, the castor channel* 
pi5hitivi' iTK-rgy thdf cures IJ8 
points oi damage ♦! poLu per 
cafthT U'vi'l (up to +5). Since 
undead are powered by negative 
cm*rgV/ thi" -iiell mflicN damage 
on them instead of curing their 
wounds. An undead lan attempt 
a save to take hall damage. 

Cure Minor Woundu 
Uviii Clr 0 

A- cure light wounds, except 
cureminor wflund* cure* 1 f-iint 
tif <lNrT>yg»<. 

Cure Moderate Wounde 
livii, Clr 2, Pal 2 
A» cure light wounds, oxcopi 
Cure innjcrati' wouruis c'tir«« 243 
points damage *1 polnl per cast* 
cr level (up hi *10). 

Cure Serious Wounds 
Um: Clr 3, Pal 3, Kgr5 
As cure light wounds, except 
I ufi* mcKj**fatv wounds cures 3d8 
points damage *1 point per can- 
or level (up In *15). 

Darkness 
If wi Clr 2 StT 2 
Rah6£: tbuch 

OoRAriON: lOminutcs/lcvcl 
Arsa 20* radius 

Throw None 
SP€U RtSISTANCt. No 
This 4petl causes an object to 
"shed" darknws. 
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SfuxtSSumore 


Not even ervotunr^ who can nor* 
maKy aw in Ihe Jark ('>uch as 
with tlafkvisum) can «e. Normal 
Lgbt aiut light spclJs cW lower 
level do not work io the arra of 
Tarficts hghung within llte 
conflJM« of thin spel ( «iuffeT a 50 % 
corK'calnu'nt minR modifier, 

Daz« 

imiiSO 

Gn« (25* * 572 leveK) 

Oii*Ano« I round 

TAHSir One rorwn (up to 4 Hit 

Dicoor Wveii) 

Sivmo 7XMW: Will nogat«» 

SMU ntSISTAHCS, YC4 

IH» I'nchantrnenf « louds the 
mi nd tff a htananold trf Medin m- 
alw ( »r scud I er eo that It N kes mi 
«( tlOM. I'lijmanojdd i>t 5 or more 
Hit nice or levels are not uffecS 
kJ. fargi’W aw nm stunned 
atttu ken get no special a«Kan* 
tuge (igainsl Wm). but they can't 
move, cast Hpells, uae owntol 
dbllltlvH, etc, 

Del Ay Poison 
Livti: Gr 2 , 1 ’al 2 . Hrt 2 

RAHSt. TtHJCh 
DunATfOM 1 hour/leval 
TAMcr One creator* 

Savimc Throw. None 
Sash RtsisrAHct. No 
llie fdh-cted ervaton become* 
temporarily imimme to piisoo. 
Any poison that would aff«i her 
Vails amund" until the apeU 
endb and then take* effect. 


The ^pell works regardless of 
whether poibon is alre-idy In th«' 
character's cysfem It doen not, 
howevi'f, cure any damage that 
poison may have already done. 

DeBtrucIlon 

U«u<:ir7 

fUHCl Close (25'* 5 /2 l*fveU) 

OuRATiOH. Insiantancouv 

Area: One crealwe 

Savim THROW', TorUtudi' partially 

negate- (see Und) 

5efu RtsiSTAHCt' Yo$ 
this awful -peU in*untly slays 
the iarg«'t and < onaumi* her 

mnainaufh rlylp holy(i*f 

unholy) fife, h the targei's saving 
throw suci.^'Cd*, she instead auf- 
fi'rs lOdh damage. 

Deieet MAgic 
Uviir Gr 0. Sor 0 

gavel' 60' 

DoHAVOtt. 1 minute/ level 
Aru a quortcr-ctn k*, radius W)’, 
emanating from ihc caster 
SawvfinrRow None 

SnU RtSlSTAHCl. No 

I he caster detcxls magical rodU* 
Hon* ficmi object- that arc either 
aKane or divine in nature wlthJn 
the range of tbe^pell, Items that 
are magical glow a «of I W ue In 
hue. 'The sped only shows the 
presence of a magical item and 
does not revedi any information 
about what that items may 
actually do. 


1 . 



) LfVRi, Sor 5 UVTl: Sor 3 


Rar6€: Medium (TOO '-*10 '/level) 
Du/uriOR: inAiQiitaneouft 
7av6£ r One creature or 10' cube 
i>f nonliving miiraT or tmergy 
Saving Throw: rortitud* partial 
(aee text) 

5eiu Rmsistamci: Y«« 

A thin, gretm beam aprlnga from 
the easler's pointing finger, caui- 
ing the iTMfur*> or object It 
iirlkee to glow and veni«li, jeav< 
ing behind only Iracebi of fine 
dust. The coaler muai makeo aui* 
(v—ful ranged Unich attack to hit. 
Tlte ray affecu even inagjcol mu^ 
ter ur energy of a magical nature 
but not a globe of invulnerability 
A creature t»r object that success- 
fully soves b only ponially afht tod; 
it augers 5d5 damage, 

Di 8 p«l 

livei: Clr3, l»al.\S<.f1 
Aavei: Medium (100' tlir/lcvel) 
OuRATiOH, Int^tantaneous 
Aren: 50' radius burst 
Saviho Throw No 
SFtu RzsiSTA/tci. No 
As magic is powerful so too ia 
thv ability to di-p*! magic, A 
spellcaster can use dbpel magk 
ti> end ongoing -pelk ("dispel' 
them) that have been cast on a 
i'n>aturo or obfect or within an 
area A dispelled spell mds as if 
Hs duration had expired. 


RAHGf. Touch 
OuRATioH ] niund/ level 
TkKrr Creature touched 
Saviro Throw: None 
RtsiSTAMCi: No 

Fmulating the natural abqlity of 
the displacer bea-l, iho caftivr 
appears hi be about 2 feet away 
from her true Incolrnn. 'l'hi‘suN 
jsci benefits from a 50% miss 
chajwc if qIk' had full ciimvMl* 
ment. (Unlike actual fuU conceal* 
mcnl displacement dinsn't pre* 
vent enemies from targeting Ihe 
subject lionna II V.) I'ruoMTing 
reveals the subject's true locaUon. 

Disrupt Und«Ad 
livii: SirO 

RAHOt Close (25' * S'/2 IcvpIn) 
OuRATioH, Instantaneous 
faeoar Onei-reature 
SArmo Throw Nonn 
Shu ResiSTA/Ki. Yc« 

'The easier dlrceis a shockwave of 
f » witi ve energy. The caster must 
make a ranged louch alieck roll 
to hil. and if Ihe ray hits an 
undead aealure, il deals ld6 
damage to il. 

Divine Povver 
Uv£(:Gt4 
Rah6€ rVr-imal 
DORATtOH 1 round/ level 
TAMGir. 'Th*' caster 



Calling iipor Ihe iiivjne pow^ s«f 
hik pjtron, the Clerk: cdfiling this 
spell irrtHie-' hjmself with 
^tivnt^th and skill in combat, 
hor the duration, ibe Cleric has 
the atftick KmuK jif s Figtitpr c«f 

hiA tcnal level, a Sircngth of 18 

(*4buruiti)» And one Additional 
h'ni|viraf 7 hit poiiu per level. 
Adciltidrul hit pointu gained by 
the HfH'il are toAt first and disap 
pear at the spell's tlurAtitin. 

Dominat* Pemtin 
Itvn. Set 3 

RAHCt, Medium (1 00' <^1 Oykvol) 
Oohatioh. I day/U:vel 
TkMfT' <^ne huma»oli.i of o^edl• 
umelTWdr emAller 
Saetno rHJfom Will iH'gatcs 
5^ia iftiiSTAMti'. Yes 
I he caster can comrcl the aeilcns 
of any hurrianchei that i'' 

Size or smaller. Ihc easier estab- 
livh^H a h'l^pathk link witfi tfic 
subject's mliad. Dominated pe^ 
•winH wiM fight with fh«> |Mfty uh 
anally. 

Entangle 
tiwi Rgr 1 

ffaecE 1 i>ng (4lX)' +40 '/level) 
OoAATiOM I mlnute/ievel 
4ffSA* 40' radiu'* 

SA¥if»s Thhow: Keflex (sec text) 
5^sa iitsiSTAiKr. No 


C'.raShos, wivds, bu>dir^, and •'von 
trees within the area of effect 
wrap, twist and entwinr; about 
oeatures, holding them fast. An 
«'Mtan|>lcd creature suffer; a -2 
penalh' to ranged attack rolls and 
.1 -4 jH'nalty toi-ffixtivi* Di'xhtity 
Sifxi' fho planth aiv <mrhor»'d, the 
entangled character must nuke a 
i>ij<'U"*'-fijl Ut'flt'x xavn h> tx* uhln 
to move. SpelL'astcrs trapped in 
an tnitanglnspnll muHt HUdtrJ at 
a Conccmratloii check lo be able 
to ('axtany Mpnlls. 

rejir 
ISVflr 4<ir4 

flAnat. C'h^stf (25' + 572 levels) 
OoKATiOH' 1 foimd/level 
AniA: Cone 

5iviAie 7>fJIOIVr Will ncgiitcs 
5^sa i?e5i5r4iKs; Yes 

An invisible cone of terror causes 
living CTKtrurvs fn I'liwerfrorn Mu* 
cu^'tcr for 1 round per caster 
level, Those atfei'N^d tiy ihiH hjh'II 
ola<> .suffer a *2 penalty lo their 
saving threw?. 

Feeblemtnd 
tmt.' Sor ? 

flarres; Mwlium (100 +10 /level) 
Di/AAtioH: tn«tanLiiaeou5 
TAAGtr: One cieatur** 

Sayihs Thhow: Will negates 
text) 

SPEii J?fSfsra«cf; Vea 


Snu. DESCRUTions 


110 


The target's liatelligeive drops to 1, 

( muglil V th«' ints'l list of a U/a nl. Tlie 

oeatuie is unable to cast speDs or 
f I'Drmnu nk aB* n ^*T>*nll y. %i 1 1, tin* 

oeatine Imows who Us friends >we, 
.md it <'a n h »l low IlK'tlx and lAhui 
’ protect theu*L The creature remains 
I in thih '^tutv until o Ival &pdl is used 
/, h> cancel the effects, Creatures that 
f can cost Amine spHls or An'unr 

S spelMike effects. MKh AS Sdreerers, 

I suffer a -1 penally on their saving 
I, til rows Af^inst t'lTl A‘ni i nd . 

I TlndTrsipa 
I Ueri:Cr 2 

I Rami: Med ium (TOO' * / level) 

I DVHATiOH: I rniriuti'/k'Vi’l 

TAMtr Iho caster 
this causes traps to glow red, 

I making Ihem e«**ier fu find and 
dlMrm. 

ring«r of D«Aih 
I imt' Sor 7 

^ RAH6I C' lone (IS +S72levnlH) 
OoHATioH. ImiantajiciXUR 
Taagit. One living creature 
5 a VMS fHAoir roftitude parHallv 
^ negates (see text) 

Spki ifESisramcs* Yes 
The carter tan «lay any one Uving 
^ creature wllhux range. T'hc victim 
is entiMed toa Fortitude saving 
throw lo survive the nLlack. if he 
siK'4'eods, he insh'ad siistams Tdb 
damage * 1 px'lnt per caster level. 

^ FlrcbRlI 

1 

• Uesi Sor3 

[ Ramgi. I ong {400' +4t)'/icvel) 


OoHATiOH lnstantai>eouH 
Ahia: 20' radiua 
SsviMi/ Thhow Reflex halves 
Sfsu RisiSTAHCi. Yes 
Alveball is a burst of flame that 
deuxsites with q low n'ur emd 
inflicts Idb damage per cast^ level 
(mAxjinum i)f llUh), to all erraturrs 
within it. Unattended ol^ts also 
lakctlxiAdanugi'. llv t>urKtiniati> 
RlsTK'St no pressure. 

Fire Shield 
Uvit; Sor 4 
Rahoi, Personal 
DUHATIOH. I numd/ level 
Tahoit. I Ik caster 
I his Ape 1 1 w rcatlxs the r ) n 
flAine and causes damage to each 
creature thut JttankH him in 
melee. The flames give the caster 
half daniagi' fmm (old-boHt*d 
a Racks, If the attack allows for a 
Keflex saving throw hir hultdum* 
age, the caster lakes no damage 
at all CO 0 RucccxHtuI xav<*. Any 
creature striking dw easier with 
its body or ]ianJ*hi‘l J wrapmiiH 
inflicts normal damage upon the 
cosier, but the aUacki^r RtJtfi*rx 
1 dh points of damage plus 1 
point i7f fire damage per Laxter 
l+vel. 

Fire Storm 
Uvzi Urfi 

RAHGt Medium (100' +10 7 level) 

CtuJtAT/Oiri InxldTituneuuv 
Aj»m: Two 10-loot cubes/lovel 
SAViMC Thhow. Reflex halves 
5pm j?E5f5rAiVcr' Yes 
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When a fm* fitorm speU is cast, 
U>e w hole aiea is shot through 
with sheets of roaring floii'C. Any 
creatures 'pvithin (he fire ^turn) 
•Jtffer Idb fire lianuge per c»kT 
level tn a maximum of 20 d 6 
Uamage. 

Flame Strike 
Uvh: Or 5 
Aur«<. Metlium (lOU' t 
lOyievel) 

DVMAriOM Insianta nexnis 
Aaia: Cylmder 10 ' In radius and 
4 ir high 

SAvma Theow Kctlvv halve* 
5 ^u ffts/su/rei: Yc« 

When d C 'lerK evoke* a flame 
hfrikg, A vertical cxslumn dlvin* 
fire rear* downward in the Uxa* 
tion called /or l)v the easier. The 
spell dcalH UiO damage \'m level, 
to a maximum of I 5 H 0 . Half th«> 
dantagi' Ih fire datnagi*, hut the 
other half re«u lt« Jire^y from 
divine power and Is therefore noi 
subject to protecti(in» frm fire. 

Fraedom of N\ov«m«nt 
inti: Dr4. PiU4, Kgr4 
fU/$Gi: Touch 

OuMAtioH. 10 mimjtes/le\*el 

Tkeoer (Tne creature 

54 Vfiro THitoitt. None 

SPiU ReSISTAHCt No 

This spell enables the at^ured 

crealiirc to move and attack nev- 

maJly ft)r (he duration of the 

KpeU, even the inducrKe 



of magM' that unpedts move- 
ment. such Of. hold, paralv&is 
slow, or web spells. 

GKouI T ouck 

Xntt:Ser2 

Aur£f. Touii 

OvkATHm: mu neb 

7AM/r On** living humanoid 

SaviM nraoar Fortitude 

Sera Ristsuiia 

iiniHong (he castor with nega^^v 

ewTgy. tliw spell allows dw caster 
111 touch a so^ humaneid and 
parafyac Mm fur ldfr *2 mund*. 

Olob« of 
Invulnerabiliry 
Livii. Sor6 

R4M9t: 10 

OutunoH: I round/ kvd 
Atra 10 radiu>>< entered on tin* 
caster’s hrahcei 
Stnattf Thtoir Mone 
SAtu KtsiSUMCt No 
the globe of InvulnerabUltv 
works like the minor gk 4 w uf 
invtdnerability except that il also 
excludes 4 th*level spells. 

KaIi Undead 
lavrt.SorS 

Auwe Medium (lUO * 
lOyievel) 

Ovaanoe - 1 round/ level 
TA99£T Up to three undeud, no 
two of which arc moiv than 30* 
apart 

SAvme THAonr. See text 


I 


Snii, DuuwiHm 


spill fttSOTAMCt : YCS 
when cast, this spell rundevs 
immobOe up to 3 usidead crea* 
hires (hespeU aticetsany 3 
undead that are within the held 
of vision arhi spell range of the 
Undead of a mindless 
DaUue (skdclonft arwi zombn'*) 
an* autosnatvallv affected Odwr 
forms of undcad an.' aHowi>d a 
Will savmg throw to negate 
the died 

Harm 
UMC:GrO 
llAM 9 t. Touch 
OvtAnoM InsUnttmswH 
Suicrr One cfcaturv 
&ae*o4 VW«D» Norte 
5e<a MtsiSTAtiei Ye* 

I'hr JrvMJwJ hami chuges a vK* 
tim with negative CMrgy Uist 
cauMw rtw kwfr of all but td 4 hll 
poMs. If used ogacnsl an unJ<^ 
I ivatwiv, It «t» bke heal. 

Haeie 
Uvtt Soti 

ffAitcrCkw (25 *‘ 5 / 21 cvcta} 

DvKPnom I mund/ level 
Eutorrs; One crcuhi ic 
Ssrurc nreoir None 
S^U AESrSTMCS No 
Thr alteivd <v*«lui^ move and 
act more quickly than nomul. 
Thiv L*xtra speed has several 
efierts All hasted creatures may 
take one extra partial action dur- 
ing their turn. The hasM ui ' u 
tuies act m miHabva nrder. 


iiaf 

Hasted crea hires gain a +4 haste 
hmus to AC Tht- c-rvahire^* lose 
this b^us whenever Ihey would 
lose a diHJjiO' bonus. 

Ha«fc' uiuntvn* the filcHV spell. 

Heal 

Clr b 

Asaoc. Touch 

DunATioii Instantanecius 
TAMcr OfX' t n'ature 
SAnps TkAOW None 
Shu Rishta/ks: No 
Thr v(vy potent heal spell enables 
a Ocnc to < Iw nnv 1 posihve energy 
into a creature lo wipe away dls* 
cose and injury. It uimpWtely 
cures all dl^a^ bUndnesa, end 
dcaiixsM of ttx' target and cum all 
hihpolnl damage and all icmptv 
lury daiTu^v to ability sdw*. It 
da^la feeblomlnd and cure* 

(hoKi mental dinorders caused by 
spdl* ce li^uiy lo the brain. Hi'ol 
dim's not remove negative level* 
restore permonenJy drajned lev* 
ck Of nvitore permanently 
drained ability scores, li uacd 
agam«t an unJead creature, heal 
acts like hanzL 

Hold Mongter 
Uvii' Bor 5 

ttAA 6 t Medium ( 100 * > 10 ’/level) 
OVAAVCH 1 round/levcl 
Taeuer One living cieature 
Sanae Thaow Will negates 
5 eea Rasistamci. Yes 
A.S hold person except this s pell 
holdR anv bving crcatuiv 


[ 



Hold Person 
£ev£<: Clr 2. Sor 3 
KAH6f. M»«dium (100' *l(l'/k vrl) 
DUMATIOH. \ n)ur)d/lc\‘ci 
XtMfr. One humanoid ot 
smdIliT 

Savims Thmow. Wdl negates 
5*fu fitsiSTAHee Yn 
I he larj^ci Trcczcs In place, itand* 
in^ btflpWas. lie r\ ewNn* aiHi 
hruatJiei itormaily hui cannot 
lake any physical «cHi»nH, even 
^piKxh. 

Hold Poiflon 
4*vi4 Clr3 

ffansf: TtnJi h 
OvMATtoH. t day/ level 
TAHtr Creature touched 
SA¥IM THtOW Ngne 
iam RisisrAHCt. No 
ThiHHptHI fidHS Lturati^m mcafr 
ured in days rather (han hours. 
Wfirn u|Km d vicHnt who 
has been poisoned by any means, 
luild poiann arreatatho venom 
and prevents it from doing any 
oddltiondl danidge to the vktlm. 
(In most cases, the spell must be 
cdst during tht‘ poi4tin'a onset 
Ume in order to be effective.) 
Damdgo thdt has already been 
Inflicted is not restored, but an 
long da the hold poison is m 
effect, the vktun can be cured or 
healed of damage caused by pot* 
>4(in by any rxinnal rnrans. 


Improved Invisibility 
Uvzi; Sor 4 
Aaesc, Tnutii 

Di/MAT/o» 4 rd«. -* 1 rd./ level 
X«as£r CreaUue loudied 
SAVitte Ttiitow. None 
SpeU ResistaiKv. No 
This iOusion spell is siinilar to the 
invh.ibilHy Hp4l, but the apdl 
doesn'l eml if target attvks. 

Incendinry Cloud 
l(Vit;SurH 

RAH9t Medium (11V * 10*/leed) 
Du/tAnoM \ round/level 
{rner Spreads W wxie hy V 
high 

Savim TUmow' Reflev halves 
5afu Hi$itrAiKt Ye*> 

An mcendiny rhwd sptHi t'rrah's 
a ckmd of rolling sot^ shot 
throu^ with white*hot 
I he white hot embers within the 
ck>od inflict 4dh fm» Jamagi* h> 
evcryihiAg wiUun the doud each 
round. 

Inflict CrUlcul Wounds 
Uvti. Clr 4 

Ah inflict light wour>ds, euccpt 
Inflict critkal wounds inflKts4dH 
pxnbi danugc +I poiiK per level 
of the caster (nummiuiti *217) 

Inflicl li^ht Wounds 
Irm. Orl 
At«6«. Touch 
OvjrarKM* Instdntaiwous 
TaiKar One oeatuie 


MMM w»ow hah'cs 
5acu MssiSTAMCt: Yes 
, Whni laying his harvl apon a 
oeatiire, iSic CJeric clunni’ls neg- 
ative ener^' that inflicts IdS 
pmnls of damage «*l point piT 
level of the caster upon the target 
(up U) ^5). SiAce uaJooJ an* 

I piiweied by negative mergv, this 
spell cures them n( damagi' 
rather Chan damaging them 

Inflict Moderate 

Wounds 

Uvt( Or 2 

As infliCl light wowndH. euvpt 
inflict moderate wounds milieu 
2dS poinu damdgi* * 1 pnmt per 

level <<f dw casisr (mAdmum e iU) . 

Inflict Serious Wounds 
Urn Or 3 

As Inflict tight wounds oui'pt 
inflHl HernujH wmmds tnflicts 3d8 
points daauge * 1 point pv ll've! 
i>T thoiavter (maximum *15). 

Invisibility 
UvTi. Sorl 
ffaasc Touch 

OvMAnon Iflmmutn/lev'el 
rater r One Cruturv 
Savrte TVtcir N'oru 
5ecu ffesrSTAKE No 
rhe nvahnv vaniehR fretn sight 
even from darhvisicn It bivomvs 
^ visible if it ouacks anv other crea- 
ture CXniurv, the redplenl is 
. not cnagicallv sikneed. and ixrtain 

I 
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other condifions can fender iho 
fodpM?ni di>hH tihle. For prurposes 
of this spell, an 'aiiack" includes 
any spell targeting a foe or whose 
area vf effect includes a (oe 
Note: Attackers suiter a -4 penal- 
ly tn Uwir dtta< k mlU when 
atteiapting lo hlL on inviaibic 
creaiun'. 

Invisibility Sphsre 
Uert Sor3 
. Touch 

Otreanos: 10 minutes/ level 
AHiA IIM'not radniH nround ctm* 
hire touched 
54v/e« Tmaow'. None 
Seru HestfTAHCt. No 
I hla spell (xinh*rx inviHlbilif)’ (rs 
ih« spell invisibilliy} upon all 
creatures within 1(1 hvt of the 
redpjeni The comer of the cft'oi't 
is momic witfi tfk* f«-ipient. Any 
affected creature moving out of 
Jk' area hviomvH viyihle/buf 
creanues moving into the onsi 
afler the sprll K cant do not b^ 
cvme invisible. Affected cruituri's 
(oiIkt ttun y>v rvtipivnl) that 
attack negate the invisibility only 
lor Ihemst'tvt^ If thv npell redpl* 
attacks, the invisibllJly sphere 
ends. 

Light 

level. C!j 0, Sor 0 
Auis<* 'T^iuch 

PuitAnoH lOminutcs/lcvol 
XaiffiEr One i»t7ecl 
$AV/irs hrsow; None 


Smu ReSiSUHCt No 
rhift obfcct to 

glow lG(e a hjrch, shedding hght^ 
in a 2U-root I’oduis front the point 
the caster touches. The effect is 
irnmobilc, but it can be cast on a 
movable ot^t. Light taken mto 
an area of maj^ical darkness docs 
not function. 

UghtniJi^ Bolt 
Sor 3 

RAMee Medium (HB' * lO'/lcvcl) 
Oumiom: Instantaneous 
Aria: 5 by 100 
Sserwe rKfow: Ki*fli<x halves 
Smi FtSi9TA*Kt. Yce 
I he coMcr releases a powerful 
stroke of electricsl energy th-t 
inflicU ld6 damage per easier 
tevel (Tnaximum lOdh) toemH 
creature wuhin Its area of effect. 
The bc»lt begins st the (rinter^s Nrv 
geriips. Ihe caster can project a 
txilf S f»vt wide and a huriiired 
feel long. 

Armor 
livit' Sur 1 
ffAMC' TiVUt h 
DoRATtoii 1 hour/lcvel 
Tkeorr One creature 
5ayiAff Thhow Vime 
Saiu RtSiSTMjtet: No 
An invisible, tangible field of 
force surrounds th** sub^i of 
mage armor. U provides a -*4 
armor b<inus to AC. Unlike mur»> 
done armot mage armor entails 


no armor vhcek per^tv. spdl 
failure chance, a movement 
n'diH'bnn. Stnee the Ad boiuj<> ts 
an armor bonus, it does not 
with kither armor bneiuscs, such 
as Creen mundane armor or biac- 
vr<k of armor. InLorpojul crea- 
nires con nor bypass this effect os 
ttx' kpcil Lrvute& a magical prnia- 
tiem that differs from ncma] 
arm<>r. 

Magic MiBSilo 

UVf ( Stf 2 

A4««r: Medium (100 *10 /level) 
Ovffarioir ln*>bintunMnis 
Euidrr Up to five creatures, no 
two of which can be mure than 
15' apart 

Savim THAorr. None 
5^a RtsiSTAMCi. Y«e 
A mie»ile of magka) energy darb 
forth Irom the castor's fingcnlp 
arid unentnglv scnkes ib target 
the misailc infUcts ld4>) dam- 
age. The m»a)V »tnke> unermig* 
ly. even if the target b in melee or 
h*9 paoluJ cover or nmci!«lir>ent. 
kor every two extra levels of 
experience past 1st the caster 
gains an additional mtosile'’ahe 
has two at 3rd level, three at 5th 
level, four at 7th level, up U> a 
maximum of five mivales at Vlh 
level or higher U the easier 
shouts multipk! miMiilcs, she con 
have them strike a single creature 
or several rteatutes. 


Motts Suggestion 
tfVEi'Snrb 

Aairef; Medium (l€0* viO'/levol) 
OOAATWt. 1 hour/level 

I roKf r Ora> living 

/ ciealuie/l^el. no two of which 
von by mim* than 3(1' apart. 
SA¥tM6 Tktom Will ftCfiacM 
I SAtU RCStSTAMa 

The spell causes auUUple czoalurcs 
b» tall under the i>wriv of tfw ra4* 
er’s side of the bottle, dudi croa- 
hiR*v will fight h V the coyhrr as if 
I they were conuedkd by the pony 

f firakh likethewpHItiOiann 

I Pmon or Guinn Monster) 

MeH's Acid Arrow 
tmt* ^ir 2 

RAA*t lawiR(4an' Moyievel) 
Manoar 1 loimd * 1 irwd/3lcvcfe 
Crmr Or« arrow of acid 
Savios faeoir None 
Sartt ffrsisraacr. Yiw 
A irugkjjl arrow of oii«i NprmgN 
from the casser’s hand and speeds 
(DhstargeL'IhccorOv muwt nuke 
a r a n g ed loudt attack toll to hit 
her lorjgi Ihc arrow inflklH ^4 
pumb of acid damage. Foe every 
Ihfcc Icvda that thecaatav hon 
adwed. the ackL unless some* 
hmv nculrolizcd, lasb for another 
nnmd. mfbetir^ another 2d4 
points of doflugc ^ch round 

Minor Globe of 
Invulnerability 
IMI-Sof 4 
RAM€€ 10 


DukATKm 1 round/lcvd 

iJiiA' 10 radius, centered on the 

C0.4CT 

SAvmti Throw. Noru 
Spill RistSTAJKi. No 
An immobile, faintiv shimmering 
magical xphere Murmurnis the 
caster and excludes all Isi*, 2nd*, 
and 3rd.|cvcl Such 

spells fail to affect any largel or 
rccipienl kxaltxi within the 
globe. However, any lype of spell 
can be i d 4 thmugh • tr <nit • if the 
magical globe. The globe can be 
brought diHvn by a (li«<pvl rnagic 
spell . A caster may freely leave 
and riM*nti<r theglnhv with tki 
penalty. 

Keutrallae Poison 
Li¥ii Cr 4, Pal i Ran i 
Ramri-. 'Utuk'h 
DuRAfiOfi Instamancoua 
fiteesh One creature or one 
nbfccl iV up ti> I I'uhik fix it/ level 
SAYtRO THROW None 
RtsistAHCt. No 

The caster detoxifies any son of 
venom in the m*aturv or ohjwf 
touched. A poisoned ciealuro suf- 
fers no additikinal damagv or 
effeeb from the poison, and any 
temporary effeev aro «.*nd«xl, but 
thv vpell dc^ not rrveree Instan- 
taneous effeeb, such as hit point 
damagv. ability kotv damage, or 
effeeb that don’t go away on 
ffwir own 
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Situ Dcscmmons 


Poison 
Cir 4 

flAHie: Touch 

DuMAnok InsDnUneous (s«* vxt) 
Ta»9€t. Living cTCMfure touched 
5 a WM Thmw. Fonjfiide n. gatcs 
(scr Hfx(j 

Shu ResiSTANCt. Yes 
Calling u}>on the vtnomona pow- 
coto/iwniraJ prvdniors ihci«si. 
« inflicts 0 vKtlm with 4 hi^ihie 
poleon Ihruufih » suamful 
mcliv toucfi atiack. Tlv ;K«on 
di'4)» 1J10 iwipcmjry 
Constihuinn damage Liunediate' 
Iv und ftiHi thcr 1 <U0 h'Tnpof H ry 
Con*t»tulk>M ime miniiW later. 
Ka»'h IriRtrtTKC of danug# can be 
nej^atksl by a Feriitude Aavlnj^ 
throw fOw Dlffii'ulty Ch«k i*. 10 
• 1/2 easier level k thccimter's 

VViMicin modiluT), 

Prny«r 
Livti. Or 3, Pals 
fUkoi. :^o* 

DuUAnok I rtund/iovej 
Aha. All friendly and enemy 
cr»*ahjft'H wlihin 30* «f the lasier 
SAVike Thuow: None 
Shu i?f5)SM«r; Yes 
Thcvdster l>nii8.s special favor 
ufxin himself and his pariv and 
HhngH disfavor (n his enwiiies. 
hrirndly rreaturw gain b +1 luck 
bonus on attack mils, weapon 
damage mils, saving throws, and 
akilJ checks, while enemlOK 5ui!fcr 
A -I perudty on such rolls. 


1 — SraiDMOLTOris iisf 


ZZ3 

Protection from Evil 
Im: Clr 1, 1'al l,5orl 
RAM€g. Ihuch 
DukAT/Qk 1 fTunutv/levol 
Sifltffr; Creature touched 
SAVIH6 rMHom None 
Shu RgsisTAMCi Vo 
This npell (vnfun - a flcfif around 
the targ»*t that has il»ree maj^^r 
effft'tsr It gives a *2 bonus lo AC 
4nd a '•2 bonus on wvlng throws, 
(both «gain>ct aiidi ks m«iie by 
••vil cn^aturca) it Wi^<is any 
Ailcrnpi lo fxiMes^ or lu exercise 
mental ronlnM over the wanled 
enwture, and lastly, it prpvens 
I'udlly umiai't by cli>fnemal» and 
outsider*. This Causes tlw natoraJ 
weapoi t attacks of • uch en’s turcs 
tc foil and the cn atitrcs ty fccull, 
if «uch attacks require tou< hing 
the warded creature 

Prwt^ctlon from Good 
Clr 1, Sor 1 

As pputKUon I'vll, wivpi 
that the hniuse* Apply to aituiks 
Ironi gc»od CfVArtuv*^ (not ivd 
onoHj, and evli nutsdders and vle- 
mentolh (not ('uod ones) can 
ton h Che target. 

Raise Dead 
Uvft Clr5 

RAkct'. Ttnich 
OVAArtok: Instantaneous 
Tawrr One dwid creahue 
$Av/kc TkAOW NtTVfi 
SP£U RfSfSTAkCg. No 


TIu' ('Irru, n*sti»T»*s life to a 
deceased creature Kaicedead 
curt« hit |NHni damage up Co a 
toCal of 1 hit point per Hit Die or 
level, Anv damage aNIity ticores 
damaged to 0 are nVied to 1 . A ny 
conditioiw that were prewnt at 
the tune of death, siu^ as para- 
lyration or pniMin, are cured as a 
remit of this spell. 

Remov« Blindness 
UW; Hr \ Pal 3 
Raw. Ibucll 
0i;A4rfpai; insianiancou* 

TAnetr Creature tcuclvd 
SAVIM9 THkow. None 
5sfii RtSi$TAkti: No 

J his spell cures NiruInvHH, 
whether the effect Is normal or 
nuglcal. 'I lie spell dueH not 
restore eyes thst have been lost, 
but repairs thorn it damMged 

Remove Curee 

UrtAiOr 3, 5or4 

AsNffi. Touch 

0 vMr/off' InstariCaneous 

raeerr One creature 

5Aerwfl TVffOir. None 

SFfii JVESisraivcr: No 

ThiM «pei1 instantsneously and 

permanently removes a curMe on 

a fwrstvn Remove cujw dispels 

the spell bestow cunc. 

Remove Fear 
Lf rti; Or I 

RAnet. Gose (25 + 572 levels) 


DukATJOk: See text 
TAk€£r One creature plus one 
addiCionalcreaturc/4 levek. nn 
two of which can be orore ttun 
30 apart 

$A¥tfi9 THkOW. None 
Skgu RiSiSTANCt: No 
'ihe C*lenc casting thl» spell 
InstlUs courage In the fip<<ll ipi> 
ent, grnnh'ng the creature a ^4 
morale bonu* to h is Wl 1 1 hav i ng 
throw* for 10 mlnutee. If the 
recipient is suffering from a fear 
fttix't when receiving the spell, 
tlv target Is restored to their nor< 
mat *tate. Remove few counters 
ai^ dispels cousu h'ar. 

R«mov< Paralysis 
Imi, CVZPal 2 
Raw: Chwe(25'-t572 levels) 
RUAATfOk: liistairtm«'ous 
rtMgr Up 10 fourcrcoturcH, nii 
two i*f wfili h can be rmiie than 
30 span 

5AWW0 fNffoir None 
Skill RtSISfAHCt: No 
'I lu’ cn*tvf iflfi free one or more 
creatures from die effects of any 
temporary pura1y/atit»n or relat- 
ed magic Including a ghoul's 
touch, j holt! Mpell, wslow. 

When Che spdl is cast on ^ crea- 
ture, die paraly/ab«>ti i> negated. 

Repulsion 
tf Vf t: 5 mt 0 
RAkce 10 /level 

DoKATfOk. 1 round/lcvol 
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AH£A\ Up ID 10' MdigM/lwel.cen- 
on Ihf Cteter 

$MVIHGTh90W wmn«gare5 
RiSISJAHCe Y04 
Aft invisible, mobile field nur- 
mimd^ thi* in-hr and prevenli 
crealiuea from appiruH'ltin^ her. 
ClrridtureN within or enkrlix^ the 
field must allcmpl wvlng thniwa. 
If they frtil, they become unable 
to move loward tin' i'aHhT fur Ihv 
dgr.ifion of the epell. Repelled 
creaturee' aciions ere nototh«^' 
wj*H* rvHtrkted; they cwi flfthl 
other creaUircs« cam bpvKh and 
atU( k the caster with ral^j^ed 
weapona. larj^ in Hh' tfiMli uf 
the HfM>ll may make melee auncka 
agalnil ilte warded inJivuinel \f 
thi‘ wnrdvd individual moves 
within reach. 

leva; OrO.PalO.ScrU 

Hahoi Iniuh 
OUHAfiOM . ] luinuti* 
raeecr One creature 
SiviMO n*eoHr None 
Shu RtSfSTsvet: Nc> 

Tl« caster imhues the (er^get with 
marcel energy that protL\:Li Iter 
from harm, ^rimhng h^r a *1 
bonus on saving throws. 

Rest oration 
tevet: Clr 4 

Touch 

OOftATtOM Instantaneous 
TAMGtr. Creature touched 
SaviHG ThGOw None 


kisisrAHCi No 

Dispels any magical c’ffn ls 
reducing one c«f the su^ect's abil- 
ifv scores or cores all pninh [>f 
lcinpi>rdry i»r permanenl ability 
damage to one of ihe aut)fnf h 
ability ^'orvs (Mich as from poi- 
son), It also restores any rxpen- 
eiwp li'vvlh n* a creature who has 
had a level drained. 

Resurrection 
tfv«/Gr7 
Raugi louth 
OuMAVom lnfttanti)iu‘<iuH 
Tieerr Dead creature tnuciHHi 
5ivfffe 7)«eoiir: None 
Shu Risisnitci. No 
Jhc Cleric ih ahiv h) rwture life 
and ci^mplete sircnglh to any 
dcceoM^ i'^'aturv hv bestowing 
the resurrecUon spell on tito cn'u* 
lure's remoinn. Tlw (THture can* 
m^t be dead tuiv longer iJun 1 0 
years per level of the Oerlc cast* 
Ing the spell. Upon completion irf 
the spell, tiu* crvahjre 1 » imme- 
<iiately restored lo full hi I pt^lnbi, 
vigor, and health, vvUh no k’ss of 
p’vpared spells. 

Searing Light 
LevzL Clr 3 
Rahgi. Medium 
(100' + 10' per level) 

OoHATioH. Instantaneous 
tuoer ()no creaiun: 

Savwg Thgow. Norte 
Shu RtsiSTAMCe Yes 




Fneusing holy ptiwer like a ray of 
the sun. Ihe Geric profocts a blast 
of light from his optm palm. The 
Geric must make a rangtNd tnui h 
atioi'k t*i >) trike his target. A crea- 
ture struck by this ray o( Ij ght 
sufYcr>4 IdHdumagv per 2 caster 
levels {maximum 5Ufi), UndcaJ 
suffer Idb danvige per caster 
level (maximum I0d6), and 
uridoad purhcularly vulnerable to 
sunlight, such as vampires, suffer 
1 dH |H'i ntK i if damage per caster 
level (ma;dmum lUdH), Cnnstrui^ 
and inuniniate ob^icb suffer only 
IdO point! of damage per 2 cHHter 
levels (muximum 5D6), 

Sec Inviaibllity 
UVf L bor 2 

RAMGi, Medium (100' + 11/ /level) 
OuGAfioM, 10 minutes/level 
4eea: Cone 
$Avmo THWW None 
Shu R(si$rAHCt\ Nc 
The caster is able lo see any erra* 
lures who ore InviHible In the area 
itf the epell, 

shield 
tivei: Sor I 
RAMGt. Persoiul 
DoKATian. 1 minute/levcl 

UAGtr. The carter 

Shield Lnutv^ an invisible, mobile 
disc of force that hovers in front 
of the caster. It completely 
negaU«> magic missile attacks 
directed at hio^ I'hc disc inter- 
cepts attacks, pmviding three- 


fourths cover (*7 AC and +3 on 
Reflex saving throws). 

Shield of Faith 
tf W4: Clr 1 
RAkGt: Touch 
DvRAJiOH. 1 minulo/ level 
TAitstr One creature 
SAtfmGTniiow .Ntme 
RistsrAMce. .No 

This spell creaies s shinunoring, 
inaglcal field annind the caster 
that averts attacks. The spell 
grants a +2 bnnuk hi AC', with an 
odditionai +1 for every 0 levels of 
the caster (up lo +5). 

Shocltlng Oreep 
S<ir I 

Atieer: 'ibui h 
OuMrrow: 1 round 
raeern One creaiuro or object 
Sav/C6 TWeeie: None 
Shu ResisTAHct Yes 
Ihia spell hnhuvs fhecsiiteT's 
blind with a powerful electrical 
charge, which Hhe <an tise to 
ilamage an opponent. The caster 
musl make u suixvwful melee 
tuuch attack which deals Idd of 
elecirical damage +1 /caster level 
(maximum ld8*20). When deliv- 
ering die jolt, the (Ulster g.iins a 
+3 attack bonus if the opponent 
is wearing mcml armor (or made 
out of metal, carrying a lot of 
metal, etc.) 
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Silence 
Level: Ox 2 

RANSe. (40(1' *40 '/level) 

Oi<WT/o». I minute/level 
Area: 15' r.idius. centtred on a 
irreature, ob|Cit point In space 
rwaow; Will negaus 
ffasif uivcf : Vi« 

Upon ilK' vasQnft i>f this spell, 
cornplete silofKv prevails ir> die 
rtffecled jrea. All smmd la 
sioppwl; convk’rsatlon \f> jrnpoaai* 
bfft spells carool K casl, and no 
nolw whalsiniver Issgcisfnmv 
enlers, or passes ttinnigh Uu' 
area. 

SUy Living 
UkVi'Clr.S 
lOlJih 

Oa^ATiOM' Jn'-tanfancouH 
One living clealu^> 
SAVIM9 Thmow. bordfiide partially 
negates (see h*Yt) 

$nu RtstSTAMce. Yes 
The tanter can %Ly any cm* living 
m-uture. i '1 m • easier must suca\*d 
a I a melee touch attack roll h* 
louch Ihc vi«'hnv and the vlcdm 
eon ovoid death with a iuu'«»»fuJ 
I'OrtitudcMving ihrow I/she 
succocJh, she instead so/fern 3d0 
damage * I point per uhter level 
(Oicour», the virnin might die 
from damage i'vcti K slw ^uc- 
v'veds ol hi'T saving throw.) 


sleep 

Level hgrl, Sorl 
ftewf: Medium (IDO +t 07 iovi*l) 
DuMAmit 1 minule/Iovi'l 
Are»r Several living creunires 
within a )Y radium hursl 
Saving Throw Will negator 
Smi RestsTANce Yew 
A sleep «|\’M causes .i cimatoM' 
slumix*r to cenif upon onr ur 
mtw crc&lnres. Up to 2d4 Hit 
Dice or levels cA trwiun-H can be 
tjff«ted, and crealun*- wiili ilw 
least amouni ol f Tit Dice are 
affeclcd firsl. >Jo cnvifure with S 
or nuire Hu Duv ur level s is 
*)ff«led, kind Hu Dli*- fhal ore not 
•mTii'Ivni to ai'fis'i a ewatupv are 
wasted, hlreplng cnatureeare 
helplvHfl. Slapping or wounding 
M wakens att'Kted eivaturee, but 
normril noise Jchm nol 
Awakcjiing M creaiuri* is a partlHl 

ACUon, 

Slow 
ISYtls bor ^ 

Raw Clasi* (25' + 572 levels) 
OuAAnon 1 o>u nd/level 
Am/ r Oiecreatuo#/ level, no 
twi I of which ( an be me >rv than 
30* apart 

Savims Thaow: WU rvgalw 
5mi ResisTAtKi Yes 
A/lo'U^I crealurcki nwve and a|- 
lank at a dra^rally slowed rate 
Slowed cr»<alures can rmly lakr a 
partial action each turn. 
Addilionaily, they suffer -2 
penaltia on AC, melve attack 
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toIIh, nu'kH' dariiagi' mils, and 
Reflex saves. Slow dispels (he 

hdst«* s|X'll. 

Spell Resist&nce 
Leyeii (IrS 
fiaaioe louch 
OuMATioit - 1 minute/ level 
AM/r Creature touched 
5av/M rNffoir; None 

5e/u RfSfSTAMce: N*o 
Creature inueluaJ galmi S|X'II 
mietance equal to 12 * the cast' 
cr's level. In order to u«><i n[vM 
un a iTeahjre with spell resist* 
ance, die castor muHt roll tU* 
creature's speL reelsuuve or 
higjicron 'ld2Il t cantor 'h level. 

SplHtUAl 'WeapQn 
Um: Clr2 

Raw/; Medium (100' *»10 '/level) 
DVAATiOH: I rinirul/ level 
SreeCT A nwglcal w*copon of tonv 
Saving Thaow. None 
5 mu HesisTAMCt. Yes 
A meW weapitn made of pure 
force springs Into c;tkstcncc and 
ottjiih nppcmvnK at a distance, as 
the Geri: dlitcls ll. U striker Lite 
oppiirvnl the C'lvrK' denignates, 
slarllng with cno attack on die 
round Ih*' k,jvll is «a*;t and contin- 
uing each round iheieaTler. It uses 
tlie Ccrk'fl Base Att«'k i4niTV as its 
attack bc«nus (pv^jibly allowing It 
multiple attacks per round) and 
dtuls IdH damage per hrt 


Stinking Cloud 
Uvn. Sot 3 

RAHoe MkHiiurn(100'+1071evel) 
Ouaatioa. 1 round/ level 
EerecT: Spreads 3(/ radius by 20' 
high 

Sa^ivo rMffoiv: hortilude negates 
(we text) 

Sahi ResfSTAtice: ¥«•«> 

Stinking cIcnHl (Twites a billowing 
moss of poisonous, nauscailng 
vafuirH that incHpacitate those 
caught III U. Crcaiuroa who fall 
tlioir HHving throw in thecluud 
ore unable to aiiack. cast spoils 
(om entryfe on spells, and so on. 
The only action tlie jiauaeoh'd 
t haracter can take Is a single 

move per lum. 11 km effects laat as 
Icmg 4s the charachn is in 4ie cloud. 

True Beeirxg 
Itveu CIr S, Sv 6 
RAHCe: Touch 
OoAAriOM. 1 minute/level 
AM/r t reature HnJched 
Throw None 
SAtu RistSTAHce. So 
The caster confers on the recipi- 
ent ilu'alnlity to xt'e dl1 things as 
they actually arc. The target doc« 
timiugh normal and magical 
darkness, notices secret doors 
hidden by magic, wex the vxail 
hseations of creatuies or objects 
under blur or dl.^placcmont cf- 
hx'K, K'es in visible creature?, or 
objects normally, sees through 
illusuins, and 'uxn Iho true form 
of changed or altered things. 
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Vampiric Touch 
Lev^i. Sot 3 
RAH6t: Ibuch 

OUMTiON. Inslanlirteoue/? hours 

Kiiifif One living creature 
SAvmz Thmw. None 
$^LL KtSISTAHCt. Yes 
The vaeter's touch deals ld6 
daougc por 2 ca«tcr levHa (mdxi> 
Tmim 10d6) on a successful melee 
touch cttdck roll. The c^^kter gant& 
temp^iraiy hit paints equal to the 
damage she loHiita. (Hvi dHtor, 
KuweviA can’t gain mure than 
the target's current hit points *- 
10« enough to kill the target.) The 
temporary (tit poinw diBup^H'wr 2 
hours later. 

Web 

Lt¥ti hnr2 

AsMf: Medium {lOQ’ * lO'/krvol) 
DukATiOH, lOmlnutes/level 
Sfftcr SpreaiiH 2Q' radius 


Savias r«eoiv IVfl«r« 

{see text) 

SPSU RlSISTMHCl. Yes 
Web jTejle^ a molfi-layered mass 
of strong, sticky strands that crap 
thi*%e caught in them. The strands 
arc similar to spider webs but far 
larger and tougher. Anyone In 
(he area when il)c spell is mt 
muHt roll a Reflex saving throw. If 
(he iluow falls, the characicr is 
stuck. Characters who are stuck 
suffer 0 -2 to ell sltock n>llA, A to 
Dexterity scores, must succeed in 
a Coriconiralion check to caat u 
spell, and are iimnoblle. A stuck 
character may brock loose by 
spending one round and making 
a successful Strength check (IX! 
20). Once loose (either by making 
the initial Keflex saving throw nr 
a later Strength check), a charac* 
ter may progress thmugJi the 
web, but very elowly, Chameters 
wiv) make ilteir saving throw 
may move unimpeded through 
the tveb. 
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Arraccfti 

Arraccat are aggressive predators, dwelling 
both above and bolnw ground. I l^lf insect and 
half feline, all have flx legs (two n« nearly 
vestigial) and six eyes, C n-aietl by Wizard 
nivev to be guardians of the forest, llvsc crea- 
tures have gone completely wild in Myth Drannor. 

Rugue Arraccat are often found as solitary dungeon i n'afum. Above 
ground, Arraccat tend to move in packs, mimicking hyenas in Ihclr 
behavior, 


Drow 

ThcHr dreaded, evil creatures were once part of the 
communiiy of elves that still roam the world's 
fonstH. Now these dark el\*es Inhabll black caves 
and winding tunnels under the i arrb, where they 
makr dire planis against the races Qtat sUJi walk 
beneath tlte sun, on (he surfaoi' of the green earth. 

Drow have black skin and pale, uaualJv while hair. 

They are shorter and more slender than humans, sel- 
dom fctti King more than 5 feel In height. 

Drow also have their own siJeni bnguagi« made up of both signed 
hand movements and xome bixJy language that allows them to convey 
inforrrxation to each olheL The drow’s world is one in which violent 
conflict is part of everyday life. It shmild not be suiprisiitg then, Chat 
I nvost dmw encountered, whether alone or in a group, are toady ti> 

I Drow wear finely crofted, non-oncumbering, black mesh armor 

I lhal is made with a xpecnal all<»y of steel conCairing adamanline. 

/ 




Dragon** Kin 

Tfiene i reatureB are rumored to be very distant 
eouslhl of dragons. .Vt(«t l)ragon*kin live 
wil<i and d)i» type ie known as tribal drag* a 
on*kln. Dragciivkl n ho vr d« vel i>p«d A 

hipMlal humanoid characierls lies, but ' 
Ihcy still pOSSOM drognn like and 
wlng», claws, a Ml, horns, and a sort of 
nunc/ beard that dragoiiH xeem to have. 

Their cal or Alion is usually a dark reddish brown. 
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bven lov^liesJ Dt<iw ( ighlers hive, in effect ‘ ham maJ +^, while 
higher level Drow have im»n* pi^wcrful mail All dark I'lve* receive 
iraining in magic, rerhap* il is the c«mmc>n um* o* iru^gic >n I>n*w 
-IX iety lhal bin given the d<irk elves their mcrodible rv-isiiance. Dark 
elves di* liave one gn al weakney*...linghc light Because the Dmw 
have lived vo long in theerfrth, rarely venturii-ig to Che hurface, they 
are no longer able ti* tolcraie brigfit light at all. 

UzardfolV 

Lizard tolk are eavagi*, serm-aijoitlc, fcpUlian 
humanoids M live through scavenging, raiding, 
and, In U>*a hostile areas, by fishing and gathering. 

Adult Uzardfolk stand 6 hi 7 tcet Wli. weighing 
200 fo 2 %) pounds ‘ikin ton« rangi- from 
dsrk green to grav lo brown, and ilvir scales 
give thnn a flecke<l -i invar ance.ThuIr tails 
,ivorag« 3 to 4 fivt loiig and uro fwl preN'UHilc Liianjlulk garb 1» lim* 
ued h> Hffjngs of benw-s and ether burbartcomatnent*. Inciimtwt 
l.i/ardfelk fight as unetgsni/i\J indJvnluala. if ihey havecquabty or 
anidvanugcover thihr opponents they lend hward frontvil assaults 
Hfid massed rusltcs. When nutnumbereil, uvcrmatcheij, nr on their 
home gwu ltd, howvvor, diey bec-omc wily und tomclou# opiHJnomi, 
Snams, sudden ontbushes, and spoiling raids are favon d tactics in 
these “itoailons. While individually savage in nu lcc, Uasrclfolk tend 
tu be distractwl by food (su« h as sktin op|xmcnts) snii ly simple tri'as- 
ures. which may sHow sonte of thiir quarry tui'seape, They occosUm* 
hI1v yke prl^oMors « slaves lor food, or li> saciiflie m obscure frihdl 
rites, 

KAga Cowardian 6 Dark) 
p^i^-^ing high inti'lligerwe and magical abilitu'^, Maga 
aro snftke-liki' crcalurw with human h* ads. ihe cold* 
bl tx Kiod N Bga have gliUeilng » alc« and grow lo an adu It 
length ol 1 1> ti> 20 l«t. Their lidless eye^. arc bright and 
wide, almost luminescent, and llwir spine? aa> armored with 
sharp tr jngular extensions that gnw in a Hiv* 
fmm the napx «i ol their n« ka to the tips of their uile 
Wise and patient, these creatures can sLiy still lor 
hours but move swiftly when alarmed They favor 
resting in a gem -aware slate lhal c<in«fvc3 lbe«r 
energy and make- them very hard to surprise. 





Sumnindwl with a flowery sweet scenl, Ihe gunrdian Naga is marked 
by green-gold scales, silvery spirxsi, and flaMhmg golden eves. It is so 
<t) I led h»H ai i-e its la wfii I guod na lure makes it a pcncct honti tu<l ovt^ a 
like-aligned being's treasure or *x»mv evil. The guardian N'aga can spit 
|xilNm ut an Individtial attacker at up lo K) feel awav, and Iuh the abil- 
ity lo use Divine spells as il they won' (’liTK ?. 

Dark Nagr», the evil cousin to the guarduut Naga, lend to hiru'k, 
purplish black or vory dark bluv m hoe, finii their crested heads and 
Nmooth, almost invisible scales make ^^em look like glgantii t'(*l* more 
thanuuxkes. Dark Naga have a nnri-piiisiininis bite. Tlv most feared 
alHlify cit Hark is their power lo wlold magic. Park Na^ un' 
immune to ihc eficcu all known (rHinnal <m«l magical) vmoma and poi* 

WIM, 


Ore 

Orc% an* a Hpn wh ol aggressive mammalian carni- 
vores that hind together in tnlx'- and survive by 
hunting and raiding, Orcs believe lhal In order u> 
survive they muai expand their territory, and su 
thi'y an^i oriHtantly involved in wars againuL 
many enemies: Huinans, Dwarves, Gtihllns, 
and otficr Ori' tribes. 

Ores vdiy widely In appcorann', an tliey frequently crossbreed with 
i>thiT s|wries. In general, they resemble primitive human* with grey* 
green skin covered with coo mo fiair, Ons have a slightly sloopcd pos* 
tun\ a kiw pitting forehead, and a incut Jnstcod ol a oiw, thcnjgh 
comparisons between this foi'iol fivihnv and those of pigs areexdggcr* 
ati'J aiul |wrh;ip- unfair. Ores have well-developed (arum* teeth for 
eating cnent and sliorl pointisJ curn tliat resemble those of a wolf. 

On mil -iiiiiit* anil *'ar" have a slightly pink Ungc I hoir oyo* are 
human, with a reddJgh Uni that -orm-tinH'- makes them appear lo 
glow red when Ibi y reflect dim light sources in near darkm<*- This i- 
Actually part of their oplical system, a pigment which gives them 
darkvisinn, MaleOi - ar*' aKiut5 to 6 feet tall, females average 6 
inches bhorter than males Ores prefer lo wear coJws that most 
humans think unpU-a-ani: btinxl tvil. rust red, muslard yellow, yellow 
grwn, mo— green, greenish puiple, and blacke-h bn*wn. Their armor 
is unAttracUve, dirty, ami often a bit ru^ty. 



I 



C)ro^ sipcdk (>xieh, « lajigyag^ denved from older humtHi and elvish 
lajiguages. There is no common standard ol OrcivK so the Unguage 
many dialnls which vary from tribe to tribe (?rcA have* alM» 
learned to speak local immn^on b«ii are not comforlabie with 

them Si'inv* on's have a (imifed vocabulary in Goblin, dnei 

Ogre dialects. Ores arc constantly in hattli*, believing life to be a senes 
of war tom fnr might and supremacy 

Ormyrr 

Some aagcA bolu'vc theM' *>eUlorr’gllinpse<l creatures 

are natives of another plane or world who heve 

sonvehow tr»und their way to Faerun, An Ormyrr 

IS pale mushroom white to d u n in color, w Ith a 

purpliQli undkTlvIly. Tt looks like a giant upright 

worm with Iwc pairs of arms pmjoi ti ng from a 

powerful tt)r>«>, topped by a fang-mouthed, frog-lIke ' 

head. Otmyn give an overall impri'Hsion of great strength, and can 

wield weapons with s 11 hnir arms without gotUng langli'd up in their 

own attach. Ontiyrr can al«o tight w itfi their Umg>taluned hands, or 

use iliem hurl rniNHile?. SuRW Ormyrr wear nccklacoa of the Unked 

nkuUs of creatures ilicyVc slain; advonturern ure warned that the 

braincoftoaurr i>fii«n uHecl to store »Ilng stones ajtd other sms II 

weapcins or items {such as caJtrnp>« or drirS). 

Undeiid 

Myth Drannor Is rife with Lite ieaguca i>t tfioM' wfio 
have fallen end U en ( orrupted by the years of foul Jkh 

denizens and dark wars that liovc pdM'd tfi rough its f W 

crumbling hulls. Av « r«>sult adventurers far and wide * ^ 

have lieard talca of bi>th corpi>n‘ul und 
^ s ilk ( irporval undead stalking the haunted courts of lJk 

^ uM ’ once bcaulifu) city in scan h of llkHr Mvst vk*tmi A1I 
m mumwr of undirad will assault the party as they make 
r tbeit way through the game rnim liiw lev**) Sk»'l«‘tt»tiH*n<j 
Zombioii, to the iMt^urne dram ability of Shadows and 
Wraiths, to the paralyzing touch of tlw Mohrg and Ghiiul, a 
trained party ol odvontur.'rs will have their work cut out for them as 
they play through the game. Undcad arc more prevalent at ^ 
ni^t and wlthii'i the crypts and ('ataiombs of cltv. 

1 heir immunity's to mind control, and condiHimal 

vfiects such as poison and paraly/alion make them a ihR 

true challenge indeed. 
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The Main Malls at a Glance 

This section is engineered to give vou a giant*- at the first dungeon 
you will ertoumer in ttw garne. Players who do not wish to l»dv»' kuch 
*«Tets revealed should skip these few pdgrN. Belnw you will fmd a 
map of the 3rd level of the dwarven dui^geons, known to il^ inhabl* 
hints as the Main Halls. The area ha.<^ bifn divided into key sections 
that will referenced llmki^out game play. 


, W' ju.*'. 
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K iC'Ok* • >l -■ 
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Merv ore a few hints to help you m expliTring the game: 

• ^ve the game often; danger lurk* annind nearly every corner in 
Myth Draruior 

• Use the IIjgH on the in-game map lo mark spec i Hi areas you'll need 
to n him tu {such as lo^d doors) 

• Explore everywhere; many s.\ tvt passageways and rooms exist in 
these shattered halls 

• Rest areas arv your fnends; xwt many places In Myth Drannur are 
safe, so make a note of these 

• Pvfenfnce your Quest Log lo discover ik*w logged informa lion & 
remind yourself wlul quests are open 



EPILOGUE 

As«*vt>ry ifursi k'nd^, Irdvi^lcnidrc ftwcd with 2 cm&&road^. Dcpwn one 

C Uh, Che comforCs oi civilizadim beckon with the siren call erf w^rm 
fine jloand ihclomilior faces of hocne. Down the other? Dancer, 
uncerta Intv, baril ship «nd .... -id vintun*. The few who su rvl ve to tell 
iheix laiea oi Myth &annor are gratefuJ Co escape with their livea. Yet 
U\ ilie durk ol ifie c\[f,hi. dicy hear (ho whspormg of iho ghosts in Ihe 
afOTWS, while the proud shards j«f the towers thrusting' into thcM'piiwn 
ol the forei«i l^auni ihoir droains. And most reCurn... 

In these Hnal pa^n y<ni will find Information tital could be ufit ful to 
you during the adventure In the appemliaes. If you have any difheui* 
dcMor Hui«tionH, Koeour euslooicr support section for Informa lion on 
cuntochn^ gomevne who can help. I astly tfie cn'dltx listthi* mnnrmuH 
persons who worked logether lo bring you POOL OF RADlANCi:'** 
RUINS or MYTir DRANNOR. 
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Table A*1: ClattN Information: BARbAlUAN 

LevuL 

Al’IAUK 

Bonus 

II 

Rkw 

Savi 

Wiu 

Save 

iil'K u< 

1 

•1 

•2 

•0 

•0 

Rauk L09A1 
fA»1 MUVVMkAI 

3 

*2 

•1 

•fl 

•0 

UlWCAX*<V DuLH.k 
(OnanNintTn AC) 

9 

•9 

•9 

•1 

•1 


i 

•4 

*4 

•1 

•1 
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f 

•5 

•4 

•1 

•t 

Uncanns IV>wr 
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*5 

•2 

•2 


7 
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*3 

•2 
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•2 
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•i 

*5 

*3 
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*7 

•2 
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0 


•7 

•J 

•3 


12 
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Ni 

•4 

•4 
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*s 

•4 
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*4 

•4 

•4 
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•<4 

•5 

•5 


14 


•10 

•5 

*5 
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Table A-2: Claa«* In formation: CLERIC 

LFVt:i. 

AiiACa 

Foat. 

Rer 

WMJ 

SPU.IAL 


BUNUk 

Save 

Savp 

Savt 


1 

0 

•2 

•0 

♦2 

Tuav LlNDTAn 

2 

•1 

•1 

•0 

•3 


9 

•2 

•9 

-J 

•9 


4 

-1 

•4 

•1 

•4 


1 

•.1 

•4 

•1 

•t 


4 

•4 


♦2 

*4 


7 

•9 

*9 

•2 

•4 


M 

•V*l 

*6 

•2 

•4 


V 


*6 

•9 

♦4 


10 

.7/42 

•7 

•1 

47 


11 

•V*9 

•7 

*9 

47 


12 
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•K 

•4 

•0 


19 
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•a 

H 

•0 


J4 
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•4 

*4 
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•5 
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A-3: Class Infotmatian: FIGHTER 

Lpvtt 

Kau 

Art^ 

FfWT, 

Ru. 

SMk 

Will 

Savc 

Stciat 

, 

ti 

r2 

•H) 

•K) 

ttovi Ik n M 


-2 

•3 


*0 

Bus*0>v IKT 

) 


•3 

•I 

•1 


4 

•4 

*4 

♦1 

•1 

fP*T 

% 



•1 

•1 




•S 

♦J 

•2 


7 


•n 

•2 

•2 


1 

»IV»1 

*6 

•2 

•2 
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4 

•V*4 

•6 

•3 

•a 


10 


•? 

•3 

*3 
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t: 


•? 

•3 

•a 


u 
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•4 
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•4 
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*4 

•4 
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•9 

•s 

45 
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•5 

4| 
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Table A*4: Class InformadoTn MONK 

Lavot 

Attach 

Four. 

Save 

Ro*. 

Save 

Will 

Savk 

i^PKJAL 

j 

0 

•2 

•2 

*2 

tvAMw, SniNNrvr. at^alk, 
V^AllMig Smiki 

2 

♦1 

42 

*3 

•3 
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5 

*2 

♦9 

♦J 

•3 
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1 

*9 

•4 

*4 
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9 

•3 

•4 

*4 
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*4 

*S 

*3 
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•5 

•3 

•9 
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5 
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H 

44 

*6 


4 


*6 



iMnovFn EiVAAFnN 

IQ 
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*7 

*7 

•7 
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n 
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*7 

*7 

•7 
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•a 

*1 
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*5 

49 
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49 
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Tabic A-5: Class Information: Paladin 

I>VT1 

Attack 

Bonus 

FOKI. 

SAVt 

Ret, 

S*VT 

Win 

Savp 

Sfuiai 

1 

*1 

t2 

•0 

•Q 
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2 

•2 

*3 

•D 

•V 
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•i 

•3 

•1 

*1 
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*4 

•1 

♦1 



•S 

«4 
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•2 

•2 


9 
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u 
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•1 
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•4 
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Table A-6: Class Infotmafion: RANGtK 


Ll!VFf 

Atiaik 
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FOiTT, 

Save 
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1 

*1 

•2 

•0 
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Table A-7: Claw Infonnalion: ROGUE 
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T^ble A-7: Class Information: SORCERfcK 
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Technical and Customer Support 


before conlactU^g Ubi Soft Enrertammertf'si Tw+micfll Supp««rt rVpArtment 
tltrou^'h thi« m^nujl and the readme fJe AJso browse 
through our FAQ li»tin^ or search our oupp«*rt «t «iur 

h^lpv/*rww.uWMfl^oir^iupport Here yini will find tlie rnohfn’teTitlv 
ufHidti'd infnnnaijon sinoo ihc games release. 

Also please make »ure thal your computer meeth tfir Tninirnum «>vHtom 
n*(|uin'moiits, as our support rcprcsciUaUvcs will be wuhJe louslsl cus* 
lomers wlwse computers du thiI meet the»e 1 nferiit, 

wiii'McviY you contact Uk icdinical Support Dcparunei*it« please Include 
the lollowing Informatii^n: 

* ConipJctc product title (indudlng version number) 

* bxoct error ntessage rcporicd {1/ appLcable) and ^ brief deealpHon 
t>f the problem you're ervoimli'rjng 

* ProcesHiT spee<i and TnunufMcturer 

* Amtnint ol RAM 

* Maker and apeetl irf your rD»ROM ur t>VI%liOM drive 

* Type of Si'urxt Clnnl you ure using 

* Video oHTil thtft you Hre UHing ^nd Hrnountuf RAM it uaca 

* Operating nyskw 

Contact UN <iver the intcniot 

Our websiV i'ontditiH ifu' riuiHt uf> to detr 'ftchuicol Support InTormalion 
avAibblc including patches that can be dctvnioaded hw of cberge. W>< 
iiptlate the Support pjgi'H on u daily l>a«ia ao plco«e check here firsi for 
solutions to your problems httpyAvww.ublsofkcanVeuppitrt 

ContacI us by e-mtul 

Tor fa^h'Kt nsponsc via c-itiait please visit our website at. 

httpv/www.ubiseftcoii^upport 


From this site, you will be able to enter the Ubi Soft Fnn*rtainmcnt 
Srdution Centv^ wheiv yinj can bn>w«c tJirough our listings of 
Frequently Asked Questions (FAQ), search our database of known prob- 
lems and solutions, or, for fastest e-mail response, you can «cnd In a 
request for IVrsonal Asscitance from a Ibchnical Support RKprvacniaHve. 


I- 



U you d«m’t have access to ihe World VMd«' Web, you can contact our 
Support Department l>y i>-frv)i ling them directly al supportC6u blvofr k-. wn. 

I ensure that you include all of the bulU>ted information above 
for your computer w hen K‘tul ing t^roall to this address 1 1 may t-i ke 
uf> to 72 heniTv for us torespoivd to yourc-mail dt^ndingupon the 
volume of messages we miiivt*, 

Contact us by phone 

Vou ca n a I SIC t •■ont-act us by phone by call Ing (91 9) «0-9778 Note that 
ihiH number l9 for tcdutical asiNi»tan(v only, No l*iinisor Ups am giv«>n 
over the liYlmical Riipport line. Wltcn calling our Tivhnk'al Support 
tine, pleatie make sure you am in fronted your contpuicr and haw all 
of ihc ncccsflary information listed above at haocJ. 

Fh' advised Hut our Ixhnicjl So fj port Rvprwenlatlvei are availahin to 
help you Monday-Frlday from 9aAi*9 pm (Laatcni Standard Time). 

While we do not charge for U i fum»l H\ippcirt normal long dlstwiH c 
charges apply To nvnid lung distance charges, or tn lontsit a support 
n<|irr'H(mtative directly after hours, please feel free to use ooi* ik 
flv other support a vmues listed above. H-inail ta<iuis> UHuaUy receive a 
ri'siMinst' within 2 builncss doyH, 

Conlacl UI by nhinJarJ mall 
If all else falls you chm write hi us at: 

Ubi Soft Technical Support 
2000 Aerial Center 
Suite 110 

M nrrUvi Ik. NC 27560 

Kelurn policy 

Please do not >«'nd any game returns directly w Ubi Jkift Entertainment. 
It i». I lur policy Quit game rctums must be dealt with by liic retailer or 
unlirte siLc when* you purchased the product. If you luve a damaged 
Of scratched CD, please vtsiL our FAQ liwmg fur your game and gel 
the latest replacement policy and pricing. 
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Credits 

STOfiMfsoNT Studios 

Gaue Design 

Mark Him hjgiwu. Ken Tklund, S.vah W, Stocker 

Progbammiho 

Special Effects & Interfece: David Ycc i 

Multi player Engine & Ga mapipy M. Awd- u/-/-man, loMn h i^i), 

Ken Vpilnicr 

Graphics Engine Tuul MelAmcd« Davii 

Animation Engine: Mark D»nk», DAVid Ytv 

Gameplay Engine: Ken VeJInu'r, David Ycc, Uaryl CYRcurkf 

Pilhflnding g. Collision Syicems; tkirt Preenell, Jim Short ' 

Dialogue Engine David Yixv Mark DuchiRfMoi 

Interface Engine: David Vee 

TDols: Daryl O'Kflurkt; I ance Crrx^Jy« Jamie Davis 

Additional Pfogrammlng: Alyxsa Finley, Kcnr^eth Hal ping C*hao, 

Lex C 'ht Bier, I'a u I Sklbittike, Rldiard V^ks. J ljn Han wn | 

Art / 

Art DIrectioni Stn'gla Lobaio 

Chiiacter Design: Lobnio. JrK Wfelr, J.K. Joivw ' 

Character Modeling & Animntleni Ja£f Wv\r 
Environmental Design: J.R jen^, Mnrcin Servants 
Environments: J.K. Martin hcrvwnte, David C'Jvmons 
Dungeon Design ft Execution: David Ocn^on^t \ 

Interface: JnyHtt F 

Special Effects: Jelf V^i r , 

Additional Layouts Design: L^rry Rosenthal I 

Additfonal Art: ScoK Tijust, Jay Davia I 

Additional Palhflndlng Support. Martin Servant* ’ 
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Sound 

Audio Director: Andrew Rovd 
Music* Andrew Doyd, Robb Mill^ 

Vocals' busan Mjrie Brecht, Mwk Petra ki>., Katherine Anlhcfl 
VocaI Santpiofi ci'urtpvy of Spectvasonics "Sy tnpluinv of Voices" 
Sound design: Ar^(lfe^v Knyd, Robb MUls 
Casting ft Voice Direction: Rood Kv^ns 
Voice Recording ft Editing: Rubb Mills, MWlwl B-n^tt 
Featuring the voices of. Brand i C-tanwe, Brian Vougla^ Qjry 5, 
Martinos, Kcviti Lucas McUun-, M«rk Pettakls, 

Manrtn»n MeVerrv, Maya Rc»tli, Mtirdecal O'Brien, c:h4tleH Paris, 
Roger Jocksnn, Ko-,)r>Tia Femra, Sheila Kalmuma, Susan Mario 
Bn'i lit, Tim Redmond, Valoru' tie Jose, Elisabeth lansirn; 

Writing 

Lead Writer: bora fi W. SKKker 

CO'WrItar: Ken Eklund 

Story Consultant: |im Ward 

Story ft Dialogue: So rah W Stucker, Kon bklunJ 

Additional Writing: Sean Lynn, lack Mayer, Mark Buchjgnwni 

Encountei Design; Mark DuclUgnani, Jack Mayer. Soon Lym:, 

Ridiani Wagenei 

Product Manaccmsnt 

Project Management: Jim HonsojL Alyni^a Tinley, Mark 
BuchigMam, I,««nce Croody, Mudwn Plehl 
Production Assistant: Jeanne Young 
Stormfrorrt fating: i'iiill Gurevich. Scan Madd«>n 
Executive In Charge of Development: Dim Daglow 

ClNCMATics (C'iivrnaHc Art by CylwTiore Studios. Inc.) 

Lead Cinematic Artist David White 

Cinematic Artists: Michael c:ijH<e, Scott LcBlanc, David Stokos 
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Special Than K$: 

Steve fkmtead. f n-d Aquino, Clvi*. Catc, A.lrian Hdr?e, Ka|f 
Kni«et Carv Drubjker, DflViJ BunncH, Robiji |o»s, K-tiekiMly, 
jAiaSun-OuJdcis, Tim Larkin. Donna Duchi^anl. limiiy fhen, 
Michele, Audrey .-uid NdlaJic I'iehl I wcHildlikc Ihe dunk my 
wife, Cindi, for being my wife. For Mr & Dr Stocker - see, p|| tfwi 
D&D paid off!. tleaUwT Austin- Weir. Ben, Rose, Lucy. Nrwh. 
tllonci Hanson. Jerry, Bobby, Phil, Mickey, Wily & Bft-nf- llwnks 
for oil theiMotivatlop 

L'arr Sink Vid*. , c ypy,i ,♦ «.) bv RA D c«n*e TuuU, liv 

Urn MAii »u lid System. Ci irvflsn i (0 1 wi-lflUl by raD r„m« TboK !« 

MU'.* 'k.Miid ivuiihu frgw RAD Um, 

Uii Soft ENTEHrAiNMENr 
VP of Produci 0«velopin*nt Hn*r Berry 
VP of Buolnees Development: Ddhtiie MiiwrcH 
Director of Producl Oevelopment; Car! f'Jomiaii 
Executive Producer: DetUt Chow 
Prod ucersi C larrcii C Inthanv Jc m Kro m rey 
Aoeociete Producers: Uiurk YAgcr, Dnvid C hnpmon 
Merketing Directorei leff Hoff, Giiiy KWth 
Senior Marketing Maneger: Tena iswry 

Public Relatione Menagere: Michael Sfwllina, iVrry Coleman, 

MarcuH Beer 

PuWlc Relations Speclelfst: Shown O Dtmncll 
International Coordinator: Aloxi* Oodar J, Amw Blondel 
Local Uatlon Manager; Cora lie Marlin, Judith I u«ro 
UcalizBlIon Coordinators: joerg Becker, HiiumiOJoimolo 
toceimtlon: Philip Wang, Ben Elhcri<jge, Mack Murray 
Content Manager; Fnbrkv Piernsriien 
Installer Pn^mmers: Dcirdra Hendn'eks, Brian Filz 
InsUllerArt: Hnk Umpi 

Manual Editors: Andihea Loptv, Mnn; Rrter, Chuck Yager 
Manual Designer: Ddvid GerwOh 
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Quality Assurance: 

Senior QA Manager: Vonsouk Lidnc'manv 
Assistant QA Manager; Steve Head 
Lead Tester: Unslcy Malhioson 

Primary Testers: Heather Jemmgs, Andy T>dvie\ Kurt Maffei. 
Drew CialL Carl Crondr, %t/1 

QATeders: Jnscei Gray, Scon CiiJUvAn, Andn'w Wi-e, Grayson AUdet 
Shawn Scrogghw, Ihjarui Jaiobsen, Gabriel Reed, Jon MAhdtl, 
Larry I I ti* h, CworgeXue, Dennis Potlwiri, Huvni R«ichA. 

Aaron Daxtec Jashue Kyan fkxtitiue Holm Queen, Erik Uimpi, 

Mike Phelps, Clifton Win Alkt>, Ian ^itfv Mike Sausc, 

Walker Bidwdsoiv Bndn Ydpf, Pam FrankUrv T^let Ludlowv 
Cory IngctviKi, |u*on Teek, JoelLehnvmri,Uobrk'l |oni>«<, jamin Zaru, 
I liighie Jackswv Cory Noroft O' juun Rngg, Tbby Afcenvilhy, 
Pliocftlx Valcm la, Stvw EnkAndreassen 

Special Thanks: 

Chuck Kroege], Don I,uuI)h, Dnvv Cobb, CarynMlcoL Iddd Sitrin, 
Kurui "KC" Cjirnie, Jacques Hennequet ChrlH (!nrr, Randall 
TlinuA Rick While, Kuaii Bniwn, ^r» Guinness, Douglaa Kdlly, 
Kidurd I'irldvr, rihnakie, \hudn, FlngfV Mou Tnvg'"n^r 

WiZAROS OF THE COAST ANO APPROVALS: 

JJm Duller, Kcnc llon'M, Jitn Bl*hup, Kim MohAP, Dove Crnaa, 
C'hrlHtiipher Perkins, Dob HojtJiJng, IVhv An bvr, ^eCook, 

Keith Sirohm. Dovid WiHt», Anthony VallertR, Dale Donovaiv 
Chris f’ramaH, Maureen Alvarodo, Liislii' SundiTH, PatH Roiikes, 
Rarhel HoAgland, Carrii' Brhri't 
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